PLUS MIDDLE-EARTH: THE DRAGONS”, TOP OF THE ORDER™, WILDSTORM”™, AND KILLER INSTINCT” CARDS 


e 
Wizards 


| Romancite ' 
tite Stone 4, 
Milling’ tats Easy \ - 


ALSU FAIS 


Magic i in. Japan 
sy, Ae 


VOLUME 3 ISSUE 3 » WOC 7509 


| | 07 


0°"74470'07500" 4 | 
US $4.95/CANADA $6.50 &% 
ye ae. 


anak, 


Blow 


Chaosium’s 
Cthuthu Cycle 

fiction presents 

many of the i 
original stories of 3 
the Cthulhu *y 
Mythos on which . 
the Mythos Aid 
cardgame is based, \ Lys 
as well as many \ . has 


new stories by 


modern authors. oat 
—— i 


~% 


hi TLS 
‘Calhof Cthulhw is\Chaosium’s award winning 
roleplaying game, based on the works of 

A Tipry. 4-P. Lovecraft, in which ordinary 
ff THO At Kv people are confronted by the 
- \ @ tment) : 


For a free cat: osit 
510-547-7681. 


Visit our web page http://www.sirius.com 


a 8 


En = 


“So the rumour of the wealth of Erebor 
spread abroad and reached the ears of the 
dragons, and at last Smaug the Golden, 
greatest of the dragons of his day, arose and 
without warning came against King Thrér 
and descended on the Mountain in flames.” 
—The Lord of the Rings 
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Middle-earth; The Dragons" is the first 
expansion set for Middle-earth: The Wizards, 
ICE’s collectible card game designed for 
one to five players. 
Expand your collectible card portfolio with this 
set of 180 new tradable game cards, and use : 
them to explore new play strategies. = 


Each booster pack contains 15 cards and a = 
new six page insert with rules for 
Middle-earth: The Dragons. Each card is 
beautifully illustrated with fine color artwork 
created by over 45 renowned fantasy artists. 
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ARCADIA: THE WYLD HUNT’ THE MOST REV’ LUTIONARY ADVENTURE CARD GAME EVER! 


© No Starter Deck. A Character Booster and A character-based adventure combining the 
a Story Booster are all you need to begin. best elements of both cards and roleplaying. 
An ongoing quest. The story has a conclusion, © A look at Arcadia, long hidden from the 
but no two journeys are the same. World of Darkness. Be among the first to 
journey through this mystic aad. 


Arcadia: The Wyld Hunt, Character Booster, Story Booster, World of Darkness, and Changeling: The Dreaming are Trademarks of White Wolf Inc. 


ALLIANCES 


17 The Making of Alliances 

by Jeff]. Lin 

Go behind the scenes for a look at the 
design and testing of A//iances™. Featur- 
ing the Alliances art of Greg Simanson. 


20 Return of the Ice Agents 

by Julie D'Angelo and Stephen D'Angelo 
Longtime Magic playtesters explore 
the icy depths of this Ice Age"-themed 
expansion. 


MAGIC: EXPERT ADVICE 


23 Card Spotlight: Sylvan Library 
by Chris Page 

Learn how to use Sylvan Library to 
topple one of the pillars of deck 
construction: the sixty-card deck. 


26 Excuse Me, Mr. Suitcase? 

by Paul Peterson 

Paul Peterson and Mr. Suitcase explain 
why Moxes and other “degenerate” cards 
will never be reprinted. 


28 Single-Card Strategies 

by Jeff Franzmann 

Thwart your opponent with Winter Orb 
and Meekstone—but take care that they 
don’t turn on you. 


31 Deck Deconstruction: 
“Millstone Decks” 

by Beth Moursund 

Learn what makes up traditional (and 
nontraditional) library-depletion decks. 


35 Deck Genesis 

by Zak Dolan 

Former World Champion Zak Dolan 
takes you from zero to sixty (cards, that 
is) in the creation of a tournament deck. 


39 The Power of Death: 

Thoughts on Using Necropotence 
by Robert Hahn 

You can take the Necropotence out with 
Nevinyrral’s Disk, but you can't take the 
Disk out of a Necrodeck.... 


44 Making the Stretch 

by Mark Chalice 

DCT’s top-ranked player reveals what it 
takes to win in a tournament setting. 


46 Deck Clinic 

by Charlie Catino and Henry Stern 

Magic expert Henry Stern and designer 
Charlie Catino return to the “Deck 
Clinic” for a creature-enchantment-ectomy. 


49 WotC Picks and Tricks 

compiled by Melody Alder 

Get a jump on Alliances card combos and 
learn some nifty timing tricks. 


52 House Rules 

rom our readers 

Play cards you've never really used before 
with “Elder Dragon Legend Wars” and 
“Magic: The Eternal Struggle.” 
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54 Murk Dwellers 

by Tom Wylie 

How “templates” make every Magic card 
clear, concise, and consistent (well, every 
card except for Ice Cauldron). 


56 Magic Rulings & Errata 

by Tom Wylie 

Up-to-date rulings on Consecrate Land, 
Enduring Renewal, cards played “as if 
they were in your hand,” and more. 


59 From the Library of Leng 

by Scott Hungerford, Jon Wilkie, 

and Anson Maddacks 

Alliances's Lord of Tresserhorn makes a 
better ally than enemy. 


VAMPIRE: THE ETERNAL STRUGGLE 


66 Whispers from the Elysium 
by Shawn F. Carnes 

The dark halls echo with rumors of 
Ancient Hearts” card combos and more 
news of the The Sabbat™. 


68 Beg, Borrow, and Steal: 

Using the Followers of Set 

by Tom Wylie 

One of our card sharks has discovered a 
deck strategy that involves the Setites. 


NETRUNNER 


70 The Word from HQ 

by Kevin Maples 

When does a Duelist column scan like 
a John Woo film? When Kevin Maples 
updates you on Netrunner™ news. 


71 Vector: A Netrunner Tale 

by Bob Kruger 

Tomsa Kiyote didn’t know that running 
for a rogue AI would mean tangling 
with the blackest ice around. 


75 The Basement Days: 

A Netrunner Sealed-Deck Primer 
by Jim Lin 

Learn how to turn your Corp and 
Runner starter decks into a lean, 
mean game-winning team! 
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9 = Letters 


rom our readers 

Your thoughts on tournament play, card 
reprints, island banning, new artwork, 
Top of the Order™, and more. 


INSIDE THE INDUSTRY 


12 Reports on 

Trading Card Games 

by Allen Varney 

The latest news from the TCG world. 


14 Insider Trading 

by Mark Rosewater 

Magic releases for beginners and the 
pros, players and cards on restriction— 
read on for the latest scoop! 


PROFILES 


61 Magic in Japan 

by Steve Toutonghi 

Take a Magical Quest to 

Japan, where modern-day 
samurai duel it out with 
decks, not swords. 


64 The Duelist Interviews 

Richard Kane Ferguson 

by Jef]. Lin 

Pro wrestler or painter? One of the most 
popular Magic artists reflects on his 
career and his sudden success. 


REVIEWS AND COMMENTARY 


82 Lost in the Shuffle 

by Richard Garfield 

There are two kinds of people in the 
world: the kind who play games seri- 
ously, and the kind who play for fun... 


84 Madness and Mayhem: 

A Review of Mythos 

by Allen Varney 

In sunken R'lyeh, dead Cthulhu lies 
dreaming—but only because he hasn't 
played Chaosium's stimulating new 
card game. 


86 Mortal Combat: 600 A.D. 


by Wolfgang Baur 
- Take a trip back to the enchanted times 
of Camelot with Quest for the Grail”. 
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87 What's New? 

With Phil and Dixie 

everything by Phil Foglio 

Dominia’s most popular soap opera 


proves that anything can happen in love. 


PUIILES 


89 Magic: The Puzzling 

by Mark Rosewater 

Search and find with “I Spy,” win the 
match in “Ticking Away,” and play 
Alliances cards with “Gorilla Next 
Door.” 


93 Magic Tricks 

by Mark Rosewater 

The good twin is back to give the 
answers to the puzzle contest and to 
“Backtrack” and “A Trip to the Library.” 


CARD LISTS 


99 Netrunner 
Card List 

You don’t have to 
make a run to . wy 
find out what cards 


Netrunner has to offer. 


102 Alliances Card List 


Here you go—a checklist for Alliances, 
including rarity information. 


LAST WORDS 


104 The Player 

by Mike Selinker 

Sharon Stone as the Serra Angel? 
Picard as Baron Sengir? It’s Magic: The 
Gathering: The Motion Picture: The 
Article, and it’s hot, baby, hot! 
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published bimonthly by Wizards of the Coast, 
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at second-class postage rates is pending at 
Renton, WA, and at additional mailing offices. 
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©1996 Wizards of the Coast, Inc, All rights 
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its editorial staff, who are not liable for 
opinions expressed herein. ® denotes a 
registered trademark and ™ denotes a 
trademark owned either by Wizards of the 
Coast, Inc.,or by others. Most product names 
are trademarks owned by the companies that 
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HOW 
MANY DEGREES 


MOND SOFIA” 


Remember those G-Force carnival rides that whirled so violently someone's little 
brother inevitably spewed? And that movie where the girl’s head spun totally around? 
Kid Stuff. Because in Battle Arena Toshinden, your PC now hurls abuse at you from 
all angles, all at once, for as long as you can take it. A 3-D thrashathon reeling off the 
coolest graphics, nastiest street-fighting moves and sexiest characters this side of the 
4th dimension, Battle Arena Toshinden puts a whole new spin on gaming. And a whole 
new warp on your perspective. Because here, the most brutal torture of all isn’t getting 
clubbed, slammed or bludgeoned. It's walking away from the next fight. 


http://www.playmatestoys.com 


liustration, Tsukasa Kotobuki 


\ : 14200 Trojan Way 

Battle Arena Toshinden and its characters are trademarks of Takara Co., Ltd. nt Lairada, CA 90638 
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MS-DOS version reprogrammed by Digital Dialect. © 1996 Digital Dialect. 
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CHARTING 


OUR HISTORY 


“When the old map makers got to the edge of 
the world, they used to write ‘Beyond here 
there be dragons....”” 

—Isak Dinesen, Out of Africa 


ike all buildings, the Wizards of the Coast 
office is a different place when it’s empty. 
Or nearly empty; when I'm here late or on 
the weekend, I’m sure to run into R&D 
folks debating card powers or playing 
some game that Richard has unearthed. These 
days, I can usually locate a Magic™ developer or 
two by wandering into the new tournament 
center, where beanbag chairs crowd around 
game tables, and pinball and Gauntlet keep the 
late-nighters occupied until the wee hours. 

As I stand in the for-once-empty arcade, 
the hum of the machines, punctuated by 
occasional outbursts of light and noise, 
makes me feel like a character whose long- 
travelling party has wandered into a fantas- 
tic, forgotten city. My desk is just down the 
hall, but I know I’m a long way from that 
little spot on the roleplaying map I stum- 
bled across when I first came to Wizards of 
the Coast. It’s quietly strange, this momen- 
tary presence of history. 

It’s the same sense I get 
looking through old issues 
of The Duelist. Perhaps the 

most important function 

of a magazine is to map 
its subject’s history, to 
document the growth 
and change of the com- 

munity it serves. In an 
industry as young and volatile as ours, this 
maxim is particularly true. 

The Duelist has always aimed to be such a 
map, charting the dedicated player's side of 
the Magic community, to make readers into 
better judges and players of trading card 
games. By putting readers in touch with 
artists, game designers, and top players, by 
striving to be a voice for both people 
behind-the-scenes and on the front lines, 
we've tried to help the TCG community 
educate, challenge, and appreciate itself. 

For an inhouse magazine, this charter 
hasn't always—ever—been easy. I remember 
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agonizing over whether to run our first 
review of another company’s product—an 
intimidating prospect when that company 
was TSR. As the trading card game field 
begins to mature, this charter is no less 
challenging. Players are cultivating their 
interests in a few TCGs, and magazines like 
The Duelist will need to offer in-depth and 
ongoing support for more than just Magic. 
That's an area we're just starting to explore, 
and for which our Magic coverage offers a 
good, though incomplete, map. It’s a chal- 
lenging but exciting prospect—the best 
maps are those which are constantly in 

the making. 

As editor in chief of The Duelist since its 
inception, I’ve learned that keeping a maga- 
zine moving forward relies on reading these 
old maps and, from them, making new 
ones. To chart a course, you need to know 
what you're good at and what you aren't, 
what you've promised your readers and what 
they don't really want, what you've stood for 
in the past and what you want to be in the 
future. You have to know what lessons have 
been learned from the work of others. In 
short, you have to know your history. 

Change, when it comes, and it always 
does, should be grounded in that history. 
The Duelist has certainly changed over the 
years. (Remember Duelist #1? Or even 
Duelist #9?) But the convictions behind 
The Duelist are as true now as ever: that 
games are a valuable part of our lives, and 
that teaching people about games and 
introducing players to each other are the 
best and most rewarding ways of getting 
everyone to enjoy games. As we begin to 
chart new territories, these convictions will 
continue to be our compass. If the past is 
any guide, an exciting future awaits—for 
which the last few years have left us all 
with some good maps. 


Editor 


2) 


Kathryn Haines is retiring as The Duelist’s beloved 
chief navigator, mapmaker, and historian. 
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THROW THIS GUY THE WRONG PITCH, AND YOU'RE TOAST. 


Only a gamer with equal amounts of So if you're a true gamer with a taste 


brains and guts can face the most for real Major League™ action, Top 


powerful hitters in baseball. And you of the Order is for you. Test your 


will, over and over again, when you skills and win big prizes at Top 


play the game Top of the Order™. of the Order tournaments. For 


regional tournament information, 


Authentic MLB™ player shots, along JS g e : s 
“lip j call 1-800-860-1649, contact us 


with stats based on actual player 
at: http://www.nxtgames.com or 


performance, give you all that you 
E-mail us at: nxtgames @ cts.com. 


need to challenge your strategic abilities. 


NOT A GAME ABouT BASEBALL. 1's a REAL BASEBALL 


1996 Donruss, Inc. © & ™ NXT Games 
Major League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc. 
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On the Attack Chart in 
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STRENGTH, THY AME IS WOMAN 


Hooray for the fairer gender! I read 
your coverage of the New York Tourna- 
ment, and “She Can Do Magic” was 
positively uplifting. I think a lot of men 
think that “little old me” wouldn't be 
able to understand a complex game like 
Magic. I've been underestimated too 
many times, and my opponents have 
paid the price for it. Yes, we can do 
Magic. I only wish that more women 
would learn about the game. 
BrTH YOUELLS 
Palm Bay, Florida 


QUEEN'S GAMBIT 


I AM WRITING you concerning your 
policy on reprints. I gave Magic a try 
just before The Dark” came out and also 
thought about its investment value, so I 
bought a box of The Dark to sit on and 
sell later. By the summer, the value of 
The Dark had reached a high of $600; 
then Fourth Edition” and Chronicles™ 
came out and cut the value of my box of 
The Dark to three hundred dollars. 
Needless to say, | was miffed at that 
news, but I figured it was for the best 
since then I'd be able to get Moxes and 
other cards T was too late in the game to 
see. Now I read that you have do cided 
not to print a bucketload of cards for 
various “good” reasons. 

You claim to wish that Magic would 
become the same caliber as chess on a 
tournament scale. Imagine a chess 
tournament where only the oldest mas- 
ters had all the pieces, and queens were 
eliminated in later versions of chess 
because they were just too powerful — 

a revised queen would be issued, but the 
new queen can only move a maximum 
of two spaces diagonally. 


LE 


The only answer is to eventually 
reprint all cards so that everyone can 
build a deck with equal resources. The 
other obvious reason to reprint them all 
is pure profit. Reprinting all old cards 
will always be popular with newcomers 
to the game. It will take years for my 
box of The Dark to be worth $600 
again, and I will not pay $125 for any 
Mox. [also do not see myself buying a 
box of any Wizards of the Coast prod- 
uct for investment, due to this disingen- 
uous ruling. I will not go as far as to say 
T will not play Magic again, but please 
consider my point that you are being 
much more “fair” to the few who started 
early with the game than with the many 
who started later. 

Mark WRIGHT 
South Jordan, UT 


GRAND SLAM 
IN THE REVIEW of Top of the Order” 
in Duelist #10, Bill Rose concluded that 
the game was a poor representation of 
baseball. While I would never attempt 
to discredit an individual's opinion, 
there were several points put forth by 
the author that were incomplete or in- 
accurate. 

The author's first comment was that 
the statistics the game is based on were 
developed at the All-Star break. In this 


he is exactly accurate, and we admit 


[continued | 

some of the players do have some un- 
usual ratings relative to the entire sea- 
son. However, the comment that Mark 
Johnson is always as good as Jeff Bag- 
well is not completely accurate because 
later this summer, with the release of 
Top of the Order "96, each player will be 
rated with new statistics, and obviously 
Bagwell’s card will be superior to John- 
son's. Each year, Top of the Order will 
offer new statistics with updated player 
ratings. Mr. Rose suggested that some 
of the skill ratings do not match players’ 
statistics. However, the Power ratings 
are based on slugging percentage and 
not just the total number of home runs, 
and the Pitch rating is based on oppo- 
nents’ batting averages and not ERA. 
For Mr. Rose to conclude that the rat- 
ings are arbitrary is unfair. 

The author felt that a second weak- 
ness of the game is that a pitch or swing 
you may want to throw is limited to the 
cards in your hand. For example, you're 
not able to throw a Fastball unless you 
have a Fastball in your deck. Players 
need to remember that this is a card 
game; having to wait until you draw the 
card you need is a weakness of every 
card game in existence. 

His last point is what caused me to 
write this letter. He describes a deck 


design that he posits makes for an 
almost unbeatable pitching deck and 
offers numerous statistics to support his 


position, but these statistics are wrong. 
You cannot put together an eighty- 
percent Normal Pitch (Yellow/Yellow), 
twenty-percent Skilled Pitch (Red 
NP/Green SP) that an opponent could 
only bat .205 against with no home 
runs. Furthermore, no deck is unbeat- 
able. Granted, some decks force us to 
go back to the drawing board to con- 
struct a deck that will beat them, but 
that’s why CCGs are so fun—because 
they're always changing. 

DUNCAN MACDONELL 

NXT Games 


Bill Rose feels that the best response to this 
letter is for the players to draw their own 
conclusions. We wish to thank Duncan 
Macdonell for his comments on the Top of 
the Order review, and, as always, we 
encourage all readers to write to us if they 
have comments or clarifications regarding 
our game reviews. 


DECK-LAMATION 


THANK YOU so much for Duelist #10’s 
“Deck Deconstruction” on permission 
decks. It was the most informative, 
well-written, and intriguing article I 
have read in The Duelist. I play a per- 
mission deck, and your article not only 
showed me how to tune it to perfection 
but also gave me hints as to how I can 
defeat different types of decks. Though 
I already knew the essentials of strategy 
and game play with permission decks, 
I was opened to new, more intricate 
strategy ideas. 

ZACHARY EVANS 

Ona, WV 


DESERT ISLANDS! 


I CAN’T BELIEVE you're banning 
islands. Don't you realize how much 
you're harming the game? 
NOWHERE MAN 
Nowhere Land 


April Fools! After receiving countless 
letters and phone calls about the folly of 
banning islands, the DC has revoked its 
decision; however, it is now considering 
banning all blue cards and merely 
restricting islands. 


I HEARD THAT Richard Garfield feels 
that the professional tournaments will 
help elevate Magic to a respected, intel- 
lectual sport. In fact, they're doing the 
exact opposite. I am both saddened 
and alarmed by the behavior of the 
competitors at some of the Magic tour- 
naments I’ve been to. Distraction tac- 
tics? Intimidation? Yelling at judges? 
Punching judges? I thought we were 
playing a strategy game here. 

T attended a tournament some 
months ago where one of the finalists 
in the New York Professional Tourna- 
ment was a participant. He was rude 
from the opening seconds—actually in- 
terrupting the judges during their pub- 
lic introduction—and he complained 
endlessly throughout the tournament. 
He and his buddies shouted to each 
other across the room in the middle of 
matches, and he had a particularly an- 
noying habit of loudly announcing to 
the world whenever he was the victim 
of a Mind Twist. 

Then I read in The Duelist Pro Tour 
supplement about a male competitor 
finding out that his opponent was a 
woman and saying, “Oh, I’ve never 
played a girl before.” I commend her for 
taking this in stride and beating him in 
the match. But the fact that she has to 
take this is absurd. If people want to 
mock their opponents, they can do so 
elsewhere. 

Furthermore, Zak Dolan’s intimida- 
tion tactics from “Bluffing: It’s Not Just 
Luck” (Duelist #5) were clearly un- 
sportsmanlike. These tactics simply 
cannot be allowed if competitive Magic 
is ever to be a legitimate activity. 

People see Magic players as belliger- 
ent, disrespectful whiners who show 
poor sportsmanship. I am ashamed to 
admit that I participate in a game 
whose top ambassadors have a complete 
lack of civility and class. 

NATHANIEL BOGAN 
Natick, MA 


ITS HOT THE PRIZE .... 
IN DUELIST #9, Tom Van Orden’s 
letter said he wanted to know what 


draws players to tournaments. For me, 
it’s the competition because there’s 


aegis eae thy, aes. 


almost no one near where I live who has 
even heard of Magic. The first and only 
tournament I have ever been to cost 
twenty-five dollars to enter, and even 
though I only got to play two games, it 
was close to the most excitement I’ve 
ever had. 

Recently, I joined the Duelists’ Con- 
vocation”; once again, it was the com- 
petition that drew me. I don't know if 
the tournaments I will play in through 
this organization will have prizes or 
not, but frankly, I don’t care. I joined for 
the chance to test my skills against what 
could be some of the best players in 
the nation. 

ERIC BUTH 
Brookfield, WI 


YOUR OWN BEST TEACHER 


THIs IS THE second year I’ve been 
playing Magic: The Gathering’, and 
’m also an avid reader of The Duelist. 
I noticed two letters in issue #10 that I 
would like to comment on. Both Mark 
Langer and Jared Lenow expressed 
interest in designing better decks. 
Though I have found The Duelist to 
offer excellent advice with its discussion 
of underused aspects of certain cards, 
T’ve discovered that experience is the 
best teacher. 

The game takes time and patience to 
understand. There are many complex 
subtleties to many of the cards, without 
even looking at card combinations and 
deck construction. My recommendation 
is to experiment with what colors you 
enjoy playing. Review each card you 
own, compare it to other cards, and 
decide on its overall usefulness. This 
will help build your ability to judge the 
effectiveness of cards (a good trait to 
develop). Build the deck, play it, and 
then evaluate its performance. The 
more you play your strategy, the more 
experience you will acquire. You will 
uncover weaknesses and possibly 
unexpected strengths. Switch cards 
in and out of the deck and continue 
to experiment. 

The Duelist and the friends you play 
with can give you advice, but the deck 
is ultimately your creation. A good 
player can copy a deck, but an excellent 
player adds his or her own fine tuning. 


Take the extra time to make your own 
strategy, and maybe someday you'll see 
your deck design printed in The Duelist. 
That’s my goal. 
DENNIS BURDICK 
Lansing, MI 


W WEY CAN BUY 


SOMETIMES, when I see these Type I 
decks, I sarcastically think to myself, 
“Wow. You're so good!” It seems like 
the only prominent decks out there 
have a Lotus, five Moxes, Ancestral 
Recall, Time Walk, Timetwister, and a 
couple of other degenerate cards. The 
question is, do these people really need 
any more cards in their decks? It doesn't 
matter what other cards they add; their 
decks are going to be good. Unfortu- 
nately, that’s how the tournaments work 
too. You invest about a thousand dollars 
(if you know exactly which good cards 
to get), and that’s the only way you can 
possibly compete with the other people 
who invest a thousand dollars. 

That's why I like Type IT tourna- 
ments. They're much fairer in that all 
the cards allowed are readily available, 
thus making it a game of deck con- 
struction and skill rather than a long, 
tedious game of power cards, with 
Counterspells, recycling of libraries, 
and Serras. 

LAWRENCE MAK 
Mississauga, Ontario 


RE: LAST ISSUE'S “AT ISSUE” 


Last issue, Tom Wylie asked readers what 
they thought about changing some or all of 
the art for Fifth Edition”. Here are two 
typical reader responses. 


JUST AS YOU DID with Ice Age”, 
change the artwork. It gets boring 
always seeing the same pictures. I 
thought it was great when I opened my 
first starter deck of Ice Age and saw new 
lands. I’m not saying that the artwork 
out there now is bad, but it’s been in 
pretty much every set. I hate when I go 
to buy a booster pack of a basic set be- 
cause I know I’m not going to see any- 
thing I haven't already seen. The thrill 
just isn’t there. Maybe you could change 
the art every two or three sets; that 


aa 


would bring back some of the thrill. For 
players who like certain artists, they can 
simply choose which cards to play with. 
I love Anson Maddocks’s art, but if 
Mark Poole did a good rendition of 
Sengir Vampire, I would play with both 
his and Anson's. 

BRYAN RHODES 

Keene, NH 


CHANGE THE ARTWORK? Have you 
gone mad? Why not just change the 
backs and the card stock while you're at 
it? Oh, and don't forget the name. 
Changing the artwork would be like 
Coca-Cola® changing its formula. The 
art on the cards is as much of a standard 
as the cards themselves. Longtime 
Magic players can spot these cards on 
sight. Not only does this speed up the 
game, but it adds a certain comfort. In 
some circles, Zuran Spellcaster still gets 
a “what’s that?” reaction. But when 
Prodigal Sorcerer shows up, opponents 
immediately start chanting, “Must kill 
Tim.” The consistent artwork is also a 
big reason why Magic breaks the lan- 
guage barrier. 

As far as breathing new life into the 
game, isn’t that what expansions are for? 
A problem I had with Fallen Empires” 
was that many of the cards that were 
functionally identical had artwork that 
wasn't at all similar. Homelands” seems 
to have fixed that problem, but why 
start over again? Quite frankly, there's 
enough for us to keep track of already. 

RON MCINTYRE 
Pittsburgh, PA 


Many readers responded to the issue of 
new artwork in Fifth Edition, and wed 
like to thank you for your input. We're still 
giving a lot of 
thought as to 
whether or not 
to change the 
artwork, and 
‘we encourage 
you to sendin 
the Fifth Edi- 
tion survey in P 
issue #10 to 4 
tell us what 
you think. * 


EXPERT 


ADVICE 


hough we might say, “Any fool could 
have seen a year ago that the market 
couldn’t support all these card 
games,” this would be wrong. Many 
fools missed this obvious fact. Pub- 
lishers forged ahead with sloppy me-too 
games, and giddy distributors and retailers 
swallowed them in absurd quantities. Fifty 
trading card games appeared in two 
years—half are now dead or dying, others 
tottering. Today, surviving merchants, flying 
to the other extreme, morosely scorn to 
order anything beyond proven sellers. 

Sales declines are widespread, if not 
universal. Is this a slump, a temporary sick- 
ness endemic to the field? Or is a healthy 
industry settling to a stable size? No con- 
sensus exists. The eventual answer will 
show the industry’s model. 

Maybe trading card games work like 
trading cards: This is the first slump of a 
perpetual boom-glut-bust cycle. Each boom 
attracts locust swarms of speculators, pan- 
derers who produce nothing and who have 
done grave harm to sports cards, comics, 
and other fields they care nothing about. 

But if card games instead follow the 
model of the roleplaying game hobby, this 
shakeout should lead to healthy stability. 
Roleplaying recovered from its single 
episode of financial euphoria, the Dungeons 
& Dragons’ fad of two decades ago. Now, 
though small and sedate compared to 
other entertainment industries, roleplaying 
is resistant to speculators and supports a 
spectrum of companies, staffed by devoted 
and talented people, that offer games for 
many tastes. 

That model requires publishers who are 
in for the long haul, distributors willing to 
support them, and sensible retailers who 
are wary of profiteering and who order to 
sell through and no more—and no less. In 
the current climate, fears of a slump be- 
come self-fulfilling. But in the same way, 
alerting customers to good games leads to 
stable, long-term profits. Which vision will 
win? We'll know by Christmas. —AY. 


12 JULY 1996 = THE DUELIST 


For more information, contact the email 
address, website, or phone number at the end 
of each entry. An excellent source of news on 
the World Wide Web is Sprig'’s CCG Ware- 
house (www.itis.com/other-games/). 


m Dark Age™ (FPG, Pittsburgh): Pre- 
viewed in Duelist #8, this post-holocaust 
game by artist Gerald Brom and Luke 
Peterschmidt has multiplied to at least 
three compatible stand-alone games 
under the overall 
Dark Age rubric. 
Feudal Lords, appear- 
ing in early July, is a 
225-card set sold in 
starter packs that in- 
clude 65 cards, four 
six-sided dice, and an 
ornamental sticker 
($12.95). Ten-card 
boosters cost $2.50. 
(fpgqna@aol.com) 

& Doomtrooper™ 
(Heartbreaker 
Hobbies, Folsom, PA): 
Golgotha, an 80-card 
expansion by Bryan 
Winter, ships in June 
in mini-displays of twenty boosters. 
Three new Doomtrooper translations, in- 
cluding Chinese, bring the total to seven- 
teen. (hrtbrkrO00@aol.com; Web: 
www.target.se) 

Galactic Empires” (Companion 
Games, Stamford, NY): Having reorga- 
nized under Chapter Eleven bankruptcy 
filed in February, Companion has a new 
business plan with support for Galactic 
Empires scheduled through next Febru- 
ary. Piracy shipped in late April; Comedy 
Club on the Far Side of the Galaxy appears 
in June. (JefferyY @indirect.com) 

S llluminati: New World Order™ 
(Steve Jackson Games, Austin, TX): 

A Warsaw company, Copernicus, is pro- 
ducing a licensed Polish edition of 
INWO in September. The set features 
about 20 new cards satirizing local poli- 
tics and society. (sjgames@io.com; 

Web: io.com/sjgames/inwo/) 


(Steve Jackson Games); The 
Great Dalmuti™ (Wizards of 
the Coast); The Last Cru-_ 
sade™ (Chameleon Eclectic 
ertainment). 


REPORTS ON TRADING 


@ Legend of the Five Rings™ (A/derac 
Entertainment Group/Isomedia, Ontario, 
CA): The 150-card Forbidden Knowledge 
expansion, due in August, sells in 15-card 
boosters for $2.45 each. Designed by 
Ryan Dancey and David Williams, the 
set describes clan reaction to the undead 
invasion seen in the Shadowlands set. 
Williams says that desperate shugenja 
(wizards) develop “ridiculously powerful 
spells, big nuclear stuff” that they can’t 
control well. Forbidden Knowledge fea- 
tures new Ritual spells, cards that en- 
hance province slots, and 
more of the frightening 
Twelve Scrolls introduced 
in Shadowlands. 

Voters in the “Doom the 
Champion” contest over- 
whelmingly chose to doom 
Hoturi of the Crane clan. 
(alderac@aol.com) 

&§ Middle-Earth:The 
Wizards” (Iron Crown, 
Charlottesville, VA): Drag- 
ons, the first expansion set, 
will be ready by early June. 
The 180-card set will be 
available in 15-card boost- 
ers for $2.95 each. The Un- 
limited edition of the game 
was released in late March. No changes 
were made in the card set; the only differ- 
ences are that the set is blue-bordered, 
and some corrections were made to card 
text. It also features a better rulebook. 

Tron Crown is hammering out the 
Council of Lorien, its official tournament 
organization, and fine-tuning official 
tournament rules. Both should be ready 
by this summer. 

@ Mythos” (Chaosium, Albany, CA): 
The game and all three expansions have 
come and possibly gone already. The 25- 
million-card run sold out to distributors 
and will not be reprinted. For November, 
Chaosium plans a compatible stand- 
alone Dreamlands game, which is also a 
limited (though larger) run that will not 
be reprinted. (mythosccg@aol.com) (See 
the Mythos review on p. 84.) 

@ OverPower™ (Fleer Entertainment, 
Mt. Laurel, NJ): Six regional champi- 


by Allen Varney 


onships will be held this summer at con- 
ventions in Atlanta, Chicago, New York 
City, San Diego, Seattle, and a south cen- 
tral site not chosen at press time. Winners 
receive airfare to and lodging at this year’s 
GenCon® convention in August to 
compete in the National Championship 
for a $2,500 prize. (800-OPR-ULES) 

@Shadowfist™ (Daedalus Entertain- 
ment, Mercer Island, WA): Shadowfist is 
still selling steadily, but by mid-April 
Flashpoint still had not gone to press, as 
Daedalus wrestled with printer prob- 
lems. The Throne War expansion has 
been delayed, and its June slot will in- 
stead go to the basic game’s second edi- 
tion. This edition adds 40 new cards. The 
card mix emphasizes playable starters and 
improved two-player games. 
(jgarcia@halcyon.com.) 

mStar Trek’: The Card Game™ (Sky- 
Bux, New York City): This is the game de 
signed by Mag Force 7 (recently bought 
out by Thunder Castle Games) based on 
the original Star Trek series (and pre- 
viewed last issue). For the unveiling at 
GenCon in August, a sixty-four-player 
championship offers a $1,000 prize and 
various collectable memorabilia. 

In May, Fleer/SkyBox published a 
Hunchback of Notre Dame children’s game, 
licensed from the Disney animated fea- 
ture, which adapts trading-card ideas to a 
fixed-deck design. Each set includes the 
game deck plus 15 random “Jester’s Chal- 
lenge” cards from a set of 35. These side 
challenges call for stunts and exercises 
that give game benefits to players who 
successfully perform them. Additional 
Challenge cards appear in Hunchback art 
card packages. 

mw Star Wars®: Customizable Card 
Game (Decipher, Norfolk, VA): The 160- 
card New Hope expansion set, appearing 
in late June, covers the second half of the 
first movie; it includes the Death Star and 
rules for blowing up planets. The Empire 
Strikes Back is becoming three, count ’em, 
three 160-card expansions, each keyed to 
one of the three settings from the movie. 
Hoth appears in October, Dagobah, in late 
spring of 1997, and Respin, in fall 1997. 
This Christmas, between Hoth and 


Dagobah, Decipher plans a 120-card set 
called Shadows of the Empire, keyed to an 
upcoming Lucasfilm multimedia promo- 
tion; it covers events between Empire 
Strikes Back and Return of the Jedi, using 


Shadowfist and Star Wars are planning new 
expansions, while Overpower is gearing up 
for its national championship. 


new “stills” generated from scratch. All 
sets are designed by a large inhouse de- 
sign team. (DCustServe@decipher.com; 
Web: decipher.com) 


& Top of the Order™ (Donruss/NXT 
Games, Lake Forest, IL): The 270-card 
second edition, planned for June, makes 
rules changes, introduces four levels of 
complexity, adds Special Play cards, and 

updates player statistics through the 
1995 season. (nxtgames@cts.com; Web: 
www.nxtgames.com) 

@ Wildstorms”™ (WildStorm Produc- 
tions, La Jolla, CA): In July comes Image 
Universe, a 210-card expansion designed 
by Matt Forbeck, Drew Bittner, and Kris 
Oprisko, featuring Spawn, Youngblood, 
the Maxx, and other characters from 
every Image studio. The Conffict set sold 

out to distributors in a week, and Bittner 
says the company is “optimistic about 
future expansions.” (Web: www.wild- 
storm.com) #* 


ARCADIA: THE WYLD HUNT™ 
(White Wolf Game Studio) 

rcadia “is semi-sort-of based on 

our roleplaying game Changeling: 
The Dreaming,” says White Wolf’s Tim 
Byrd in an April Internet post. “Arcadia 
is the realm of the faerie folk, cut off in 
our time from Earth and unreachable 
by the changelings trapped here among 
mortals. It’s completely different from 
Rage, with a stronger roleplaying and 
story aspect and less em- 
phasis on combat.” 

Designed by Mike Tinney, 

Arcadia is sold only in 15- 
card boosters ($2.50), which include 
the single card with the rules. You need 
a Character Booster and a Story 
Booster to play. (WWolfMail @aol.com) 


THE CROW™ II (Heartbreaker) 

ast year’s game, licensed from 

the Brandon Lee movie, aimed at 
a mass audience, but “I don’t think 
it brought a lot of new people into 
card games,” says Heartbreaker’s Bob 
Watts. This new stand-alone game, 
timed for release in August with the 
Crow Il sequel, is “a much more serious 
design” aimed at gamers. The design, by 
Bryan Winter, is unrelated to the first 
game. Like the first game, The Crow Il 
will be illustrated with still photos 
fram the movie. (hrtbrkr000@aol.com) 


pee ee nt ee 


XXXenophile™ 
(Slag-Blah Entertainment, Seattle) 
t the height of last year’s Magic 
frenzy, comics creator Phil Foglio 
(Buck Godot, “What’s New?”) ran a par- 
ody “card game” cover on issue #10 of 
his science-fiction/humor/eroti¢ comic, 
XXXenophile. Foglio had no actual game 
in mind, but response to the cover con-._ 
vinced him there was a market. The 
XXXenophile card game debuts June 21 
at the Chicago ComiCon. 

Designed by Foglio and | 
former Wizards employee. 
James Ernest, the game. © 
has 270 cards, all equally com: sold 
in starters and booster packs. “We tried - 
to make it as different from Magic ins 
design and mechanics as we could,” says — 
Foglio. (The cards look nothing like 
those on the comic cover.) 

The comic's sex is abstracted athe 
involves placing cards to match the bor- 
ders of adjacent cards. Illustrations have. 

a “hard R” rating, because “we didn’t 
think it was appropriate” to match the - 
comic’s explicit content. Designed to be 
played by one to six players,a game : q 
lasts under half an hour. In each game, 
ownership of cards shifts wildly—“if you 
want to play that way, you can end up — 
with half your opponent’s cards, and he 
can end up with half of yours,” Foglio ex- 
plains.“Kind of like chromosomes.” 
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SDETIES 


INDUSTR 


So little to say, so much Space to say it. 
Wait, stop—reverse that. There’ been a 
Jot going on since last issue, so let's stop 
wasting time and get to the good stuff... 


COMING THIS SUMMER 

ast issue, | mentioned the 
Lei league” (a nationwide 

league for local game and hobby 
stores) and promised to provide more 
information. First, the league is now of- 
ficially called “Arena™—The League for 
Magic: The Gathering®.” The current 
plan is for Arena to branch out into 
three stages during the coming year, 
with each stage extending the league 
to additional cities. (See The Duelist 
Sideboard for more details.) 

As a bonus, players will be eligible to 
receive unique Magic cards, exclusive 
to Arena members, both for signing up 
and for maintaining a high ranking. The 
cards will be functionally identical to 
existing cards but will feature new art. 


Disenchanted, I'm Sure: The special Arena version 
of Disenchant, with art by Kevin McCann. 


A NEW START FOR NEW PLAYERS 


Have you been searching for ways to 
get your friends or family members into 
Magic? Then look for the series of 
Magic: The Gathering Quick Start™ 
sets designed to teach Magic to begin- 
ners! Each set includes two precon- 
structed decks, special guidebooks that 
walk two new players through their first 
few games of Magic, and a miniature 
introductory version of The Duelist! 
The first Magic Quick Start set, Rivals, 
should be on the shelves in July. 
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IFYOU ASK ME... 

This issue is chock full of different peo- 
ple giving you their two cents on what 
cards to watch out for in Al/iances*— 
including me. All three of the cards 
below have the potential to have deck 
types named after them (much like 
Stasis and Millstone). Of course, 

T leave how to do 
that up to — 


Cards of Consequence: 
Storm Cauldron, Soldevi 
Digger, and Helm of Obedience 


ALL WORK AND NO WORDPLAY 


I mentioned last issue that Phelddagrif 
is an anagram for a famous person in 
the TCG industry. The anagram phrase 
is “Garfield Ph.D.” Alliances also has a 
second card title that is an anagram, 
but I warn you that it’s much harder 

to find! 


CAUGHT IN THE BE visas up the cards in play 


A NEW DECKMASTER GAME? 
peeked into one of the R&D 
: playtesting rooms the other day, 
and I spotted Richard Garfield and 
Charlie Catino playing something that 
looked suspiciously like an early version 
of a trading card game. The playtest 
cards had names like Dervish6M, Exper- 
imental Ammunition, and Pilot: Coco. 
The same day, | overheard someone 
mention that some company is releas- 
ing a trading card game based on FASA’s 
BattleTech sometime in the fall. I'm not 
sure if these two events are related, 
but I'll keep my eyes and ears open.... 


THE CARDBOARDLESS CARD 


Last issue I told you that MicroProse’s 
Magic: The Gathering computer 
game will feature unique cards that 
only appear in the computer game. 
I’m not supposed to tell you what the 
twelve cards are, but I figured letting 
you in on one couldn't hurt: Call from 
the Grave. For 2@, this sorcery lets 
you “choose a creature from any grave- 
yard at random and put it directly into 
play under your control as though it 
were just summoned. Call from the 
Grave deals you an amount of damage 
equal to the creature's casting cost.” 


participating in all DCI- 


PARTI P 


’ve gotten a number 
j of inquiries about the “A 
following rumor, so | 
bee it best if you heard 
"the facts from me.The Du- 


~ lists’ Convocation has, in 
fact, d its first member 
for cheating. 


‘that they believed the player. 
ad been drawing extra 
Is when he wasn’t sup- 


_ posed to. The judge stop 
the game in question and 


and in each player’s hand 
and graveyard to find that 
the player was four cards 
ahead of his opponent. Un- 
able to explain where the 
extra cards had come from, 
the player was ejected from 
the tournament and the in- 
cident was reported to the 
Duelists’ Convocation. Find- 
ing cheating to be com- 
pletely unacceptable 
‘behavior, the DC chose to 
ban the player from the Pro 
Tour, Regionals, Nationals, 


and mpionship, 


sanctioned tournaments 
for a full calendar year. 


CAUGHT IN THE ACT, 
PART 


Iso from the rumor 
mill: It turns out that 
ja certain pro-level 


Magic player had his slot for _ 
the second professional tour- 
nament reyoked when it was 
learned that he obtained it 

by buying a victory from his 
opponent. When confronted 
with the news that the slot 
was being revoked, the player 
suggested that he might 
actually give up the game. 


PLAYING LIKE THE PROS 


f you haven’t gotten a chance to 
: see the limited-edition, Pro Tour 

Collector Set”—Inaugural Edition, 
| urge you to take a look at it. The set 
has all eight decks from the final 
rounds of the first professional tour- 
nament. All the cards have gold bor- 
ders and special commemorative black 
backs. Here in R&D we’ve managed to 
waste quite a bit of time trying out 
the decks in every possible combina- 
tion. Could Lestrée’s deck beat Lo- 
conto’s if you played it? What if the 
finals were between Justice and Bax- 
ter? How about a team game pitting 
Regnier and Tam against Lindback and 
Poulter? Each deck also comes with 
the sideboard of each player and blank 
cards for any proxies you want to in- 
clude to “improve” the decks. I’ll 
admit that | was a little skeptical at 
first, but having played with the decks 
for a while, I’ve got to say they’re 
pretty darn fun. And if the $125 price 
for the whole set is a little intimidat- 
ing, remind your retailer that the set 
can be broken down and the decks 
can be sold individually. Or, try to 
win a set of your very own by entering 
our Pro Tour Collector Set contest! 
(See p. 53 for details.) 


LIVE FROM NEW YORK... 

For those who can’t get enough of the 
first professional tournament, I’m 
happy to announce the release of 
“Showdown in New York.” An hour 
and a half long, the tape takes a look at 
the different players at the tourney, 
complete with interviews and a run- 
down of the final games. With Henry 
Stern (finalist, U.S. Nationals; semifi- 
nalist, World Championships) doing 
color commentary and deck analysis, 


the tape spends an hour showing the 
final match between Michael Loconto 
and Bertrand Lestrée, and the last game 
is shown in its entirety. As one of the 
video's directors, I spent a lot of time 
trying to make sure it would provide 
both insight and entertainment, and I 
hope it will be something that players 


A NAME IS A NAME 


eal Magic’s future) 
a4 


Jim Lin, one of the designers of Fallen 
Empires and Ice Age”, recently shared 
with me how Order of Leitbur got its 
name. It seems that there is a little 
game between R&D and Editing in 
which R&D tries to sneak jokes into 
the names of cards. If the joke is too 


find useful. 


LAND TAX RESTRICTED! 


he latest revisions to the DCI's 
i Banned and Restricted Lists were 


released June 1, 1996. The biggest 


news is that Land Tax, a 
staple card in many tour- 
nament decks, is now re- 
stricted. For the scoop on 
the new changes and the 
complete Banned and 
Restricted Lists,see The 
Duelist Sideboard. 


THAT DARN For $12 a year, Legend to give players a sense of. 

CONVOCATION members receive the DC e 
or those of you who —_ newsletter, The Duelist Com- 
might not have been —_panion; a special subscription 
paying attention, the rate to The Duelist; and other 

Duelists’ Convocation has cool surprises that I’m not 

gone through some changes _currently at liberty to men- 

in the past few tion, Plus, just for 

months. To put it signing up, you get 

bluntly, this isn’t a whole bunch of 

your father’s DC. cool stuff: a Magic 

(That’s ‘DCI’ to you.) poker deck, a 

The biggest change non-English lan- 

has been separating guage Magic 

membership into DCI booster pack, and 

two different levels, Mana and two DC-exclusive cards with 

Legend. Mana level is free to new art (similar to the cards 

any player who participates in for Arena). 


a sanctioned tournament. This 
basic membership provides 
the player with a ranking, 
which allows him or her to be 
internationally ranked against 
other Convocation members. 
As high rankings are one of 
the key ways to qualify for 
professional, national, and 
world events, this ranking can 
Prove to be invaluable. 


obvious, Editing will often reject the 
name and send it back. As Editing got 
better at catching jokes, R&D had to 
start being a little sneakier. Order of 
Leitbur (pronounced LYET-bur) is one 
example of R&D getting its joke name 
through without anyone catching it 
(although ironically the spelling had to 
change from “Leitbyrr” to “Leitbur,” as 
Editing thought they were trying to call 
the card “Order of Lite Beer”). To get 
the joke, imagine the name for the 
knights who make up the order, add 
“ites” to the end, and say it aloud. @ 


IT ALL ADDS UP 

‘ve gotten a number of 

letters from players con- 

fused about what has hap- 
pened with the DC ranking 
system. As most of you are 
aware, the current ranking 
system is modeled after the 
one used by the U.S. Chess a‘ matche 
Federation, and it’s designed been played. 
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He’s good, he’s really good. His deck is even better, and if you don’t 
take him down this turn, you’re toast. But what if you had Ritual of 
the Machine, just one of the great new powerful cards in Alliances”. . . 
What could you do with this card? Find out this summer! 


Alliances™, the next limited-edition expansion set for Magic: The Gathering® and Ice Age™ 


™ Over 140 new cards to add to your decks * 12-card booster packs: $2.45 
Visit our World Wide Web site at http://www.wizards.com * Wizards of the Coast® Customer Service (206) 624-0933 


ces. Protographs by Rosanne Olson. ©1006 Wiras of the Coast ln. All ngs reserve 


‘BY JEFF J. LIN 


featuring the Alliances 
illustrations of Greg Simanson 


WIZARDS OF THE COAST DEVELOPER 
Charlie Catino got hints that d/liances™ was going 
to be one of the more intriguing expansions for 
Magic: The Gathering® early on. When the 
designers turned the set in last July, one of the new 
concepts in the expansion prompted a three-hour 
_ discussion between Catino, Magic inventor 
Richard Garfield, and Magic lead designer Joel 
Mick. “That immediately clued us in that this is a 


known as the “East Coast playtesters”—Skaft Elias, 
Jim Lin, Chris Page, and Dave Pettey. The four- 
“ ‘some, who also designed the successful Ice 4ge™ 
(for which Alliances is an expansion), were all 
friends of Garfield’s as graduate students at the 
University of Pennéylvania. The group also 
helped playtest the early versions of Magic. 
Elias, Lin, and Pettey designed the Fallen 
Empires™ expansion and designed 
ee Antiquities® , the second Magic 
_ expansion, with Mick and Page. 
Theteam designed mostof 
Alliances in atwo-week span 
We spent a week 
out at our house 
ie ang Nethack (a com- 
ing cards,” says Lin. 
= oduces many new types of spells (see 
~ “Return of the Ice Agents,” p. 20), including spells 
that can be cast regularly or for no mana (in 
exchange for other costs), spells that use up the 
library as a resource, and others that further develop 
concepts introduced in Ice Age. “Some of it was just 
more things from Ice Age; some of it was stuff we 
talked about at one point but we never ended up 
doing, like the multicolor hosers [cards that shut 


down multiple colors]—those came up during 
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Ice Age, but we never got around to doing 
it,” says Lin. “Some of them were just 
neat things we wanted to see.” 

The Alliances design team had more in 
mind than just creating another expan- 
sion set with some new ideas, however. 
“We really wanted to shake up the tour- 
nament environment and force people 
into new decisions and new types of 
decisions, and new types of play,” says 
Elias, citing the new pitch cards (spells 
that players can cast for no mana by dis- 
carding or through a similar penalty). 
Take Force of Will, a zero-cost Counter- 
spell. “It drastically changes the calcula- 
tions you go through when you're 
playing someone,” says Elias. “Hopefully 
you'll see new [winning] deck strategies. 
Hopefully you'll see new types of decks.” 

The design team also strove to make 
the set interesting and useful to players 
of all types and skill levels. “I think it’s 
the best expansion in terms of having 
cards for the serious players and cards for 
the [less serious] players,” says Lin. 
“There's a lot of fairly simple cards in the 
commons that aren't too hard to figure 
out that'll be fun to play with, and there’s 


a fair level of what I think will be tour- 
nament-quality cards.” 

“We were very careful to make sure 
there were some cards in there that 
would be good for Type II [tournament 
play],” Elias adds, “We made sure cards 
were well-balanced in Sealed Deck. We 
also made sure there were some cards in 
there for Type I. That was certainly one 
of the interesting things that we did with 
this set that I don’t think we did before.” 

For the first time, the designers didn’t 
turn in a story to go along with the cards 
in the set; that task was left up to the 
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The Setting for Alliances 


I [J wenty years before the time Alliances is 
set in, the planeswalker Freyalise turned 
“the great Ice Age back upon itself with a 
— great world spell, bringing spring and 
new life back to a world threatened by ice’ 
and cold, But with the freeing of Dominaria 
from the eternal winter comes a wealth of new problems for Terisiare. - 

The once-normal weather grows erratic and fierce, and great storms frequently: 
wash over the land. The melting ice raises the sea levels, and the raging wind and 
water cause unnatural levels of erosion throughout Terisiare. The rich pastures and 
farmlands of Kjeldor are flooded by seawater, and the Kjeldorans are forced to move 
west and into risky peace negotiations with their longtime Balduvian enemies. 

Microbes and bacteria multiply greatly with the surge of life-energy that accom- 


panied Freyalise’s great world-saving sorcery, and frequent storms are now con- 
stantly forming from the sudden change in Dominaria’s climate. Plagues are.a - 
backdrop to daily life, and entire regions are lain lifeless. The Yavimaya Forest 
Brows in size and, over a short period of time, gains its own unique form of sen- 
tience—not to mention a maliciousness towards all beings unlike itself. 

The great strip-mine pits dug during the time of the Brothers’ War fill with 
water, filling the land with lakes and terrain difficult to travel upon. Viscerids, the 
vile descendants of the Homarids, have begun to scout out Terisiare. 

Finally, the Shard, the magical barrier sealing off the worlds around Dominaria 
from the rest of the multiverse, has shattered, allowing planeswalkers trapped’ 
within to traverse the multiverse once again—and allowing those who had been 
kept from entering for millennia free Passage to a ravaged world. ; 


Dominaria—hope. 


Dominia Continuity team at 
Wizards of the Coast. Asa joke, 
the designers seized on Continu- 
ity’s proposed story line involving 
sentient gorillas and titled most 
of the cards gorilla-related 
names. 

“Tt started off as we were just 
jokingly doing some cards with 
gorilla names,” recalls Lin, “and 
at one point Chris Page got a hold of the 
computer that the file was on. He was 
typing, and we all thought he was play- 
ing Nethack...until we looked at the file 
and realized he'd gone through and 
changed eighty percent of the names to 
gorilla names. It was pretty funny, so 
after that we just kept doing it.” Most 
notable was Gorilla Gorilla Gorilla 
Gorilla Gorilla Gorilla Gorilla Gorilla 
(Stop That), which was later retitled 
Tidal Control. 

When the set was complete it was 
submitted to WotC, where it was devel- 


These are but a few of the problems plaguing this struggling world, but 
throughout all of the changes wrought by Freyalise’s world spell, there 
is one thing that is shared by all those who live in Terisiare and across 


—Scott C. Hungerford 


oped; all the cards would undergo rigor- 
ous playtesting. There, many of the 
cards’ abilities and costs were tweaked to 
make sure their powers were in line with 
the rest of the cards in Magic. 

Though exciting, many of the new 
concepts proved to be headaches during 
playtesting. “A lot of the concepts are 
really hard to analyze,” Catino says. He 
cites Death Spark, a red instant which 
costs @ (“deals 1 damage to target crea- 
ture or player. At the end of your upkeep, 
if Death Spark is in your graveyard with 
a creature card directly above it, you may 
pay 1 to return Death Spark to your 
hand.”). “It was a really hard card to test 
because you had to design a deck that 
had a good amount of creatures, some of 
which had to die so you could get your 
Death Sparks back,” he says. “To test the 
card fully took a lot of effort.” 

One thing the developers had to keep 
in mind while making alterations to the 
cards was to keep the spells consistent 


with each color’s personality. For example, 
the green enchantment Tornado was 
much more powerful at first, allowing 
players to destroy multiple permanents 
at once. “Green shouldn't be able to 
handle creatures very well; it doesn't have 
a lot of creature-killing spells like black 
and red do, so we wanted to change [the 
spell] around to make it more difficult 
for it to do that,” Catino says. “So the 
picture of green being able to destroy is 
finc, but it’s really difficult to control the 
destruction after a little while.” 

Several cards were removed in the 
development process, including some 
with new concepts. “One problem that 
we had was there were so many new 
concepts in the set that we thought it 
might lose focus,” says Elias. “We 
thought it might shake the environ- 
ment too much,” Lin adds. They won't 
describe the concepts that were left 
out but say they will most likely appear 
in a future expansion. Other cards 
were deemed “broken” and taken out 
of the set. 

Overall, however, the size of the set 
was increased from its original 114 cards 


to 144 different cards (199 cards total, 
including those with multiple art), mak- 
ing it the third-largest expansion so far. 

According to Elias, A//iances received 
more playtesting than any previous 
expansion, which allowed the designers 
to “cost cards much closer to the edge.” 
“(The cards are] not too powerful—just 
on the brink of being too powerful. 
Because we had more playtesting time, 
we had more confidence in what we're 
doing,” Elias says. “If you don’t have a lot 
of playtesting time, you have to cost 
cards conservatively.” 

Catino thinks the set should keep 
players busy for a while. “[Some cards] 
are such complex spells that it’s going to 
take players a long time to figure them 
out. Those are the coolest cards,” he says. 
“Things like Balance, right? [When 
Magic came out], you never saw Balance 
anywhere. Two years later everyone had 
figured out how good Balance is.” 

“These cards will be just like that,” 
he predicts. “The good players will take 
a long time to figure out how well to 
use them, and then they’ll start using 


them well.” # 


Do You Know Your Gorillas? 


Hiances’s designers gave almost all the cards in 
the set gorilla-related names when they turned 
it over to the developers. Very few of these 
f _s original names were kept. See if you can match 
the Alliances cards with their original gorilla names. 
Some of them are obvious; others...well, you'll just 
find out. Answers are at the bottom. —J. J. L 


DESIGNERS’ NAME FINAL NAME 


I. Gorilla Lightning 

2. Planet of the Apes 

3. Going Ape 

4. Monkeyshines 

5. Monkey in the Middle 

6, Bedtime for Bonzo 

7. Gorilla Gorilla Gorilla Gorilla Gorilla 


Gorilla Gorilla Gorilla (Stop That) 
8. Time Machine of the Apes 
9. King Kong 
10. Gorilla-to-Go 


11. Michelin’s Gorilla Man 

12, Gorilla from Cairo 

13. County Gorilla Rezoning Board 

14. Banana Plantation 

15. Gorilla Savings and Loan Association 


a. Gargantuan Gorilla 
b. School of the Unseen 
c. Storm Cauldron 

d. Sustaining Spirit 

e. Tidal Control 

f, Sworn Defender 


g. Suffocation 

h. Rogue Skycaptain 
i. Thawing Glaciers 

j- Diminishing Returns 
k. Arcane Denial 

1. Foresight 

m. Yavimaya Ants 

n. Nature’s Wrath 

0. Force of Will 
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Time Arc 
The Card that Never Made It 


The original set that Alliances’s designers 
turned in contained several cards that 
were dropped or altered for various 
reasons during the playtesting and 

development process, Most notable among 
the cards that almost made it into the final 
Alliances set is Time Arc. 

“We tried in the set to do interesting, but 
not broken, variations on some of the most 
notorious broken cards,” says Skaff Elias, 
codesigner of Alliances. Time Arc was one 
such attempt at a “fixed” version of the 
long-out-of-print and much-sought-after 
Time Walk (@O, take another turn) 

“It was certainly the fun card in the 
playtest process,” says Charlie Catino, who 
oversaw development of the Alliances set. 

Originally called Time Sprint, the sorcery 
started out costing £30 and read “Discard a 
card from your hand and sacrifice an island 
to draw a card and take an extra turn.” 

Despite the higher casting cost and the 
extra requirements of discarding a card and 
sacrificing an island, it quickly became obvi- 
ous that the card could easily be abused. “It 
was broken with a lot of cards that would 
allow you to draw cards or find land,” says 
Catini wasn't too hard to set up some- 
thing where you got a lot of turns in a row.” 
He recalls one playtest game where he 
played five consecutive turns, prompting his 
opponent to lie down on the floor and 
declare,“When | get a turn, wake me up.” 

Attempts to fix the card didn’t solve the 
problems.“We tried it at @€30; we tried 
discard at random; we tried @€30,” says 
Catino.”"We were getting to the point 
where we realized it was basically a very bad 
card to design. It was either a) broken ina 
very narrow type of deck, or b) completely 
unusable anywhere else.We don’t particu- 
larly want to put out cards that are broken 
to two percent of our audience, and the 
other ninety-eight percent look at it and go, 
‘That's horrible!” 

Ultimately, the card proved too problem- 
atic to fix in the given time frame, and Time 
Arc was dropped from the final Alliances set 
Though he won't say one way or another, 
Catino says players shouldn't be surprised if 
a similar-looking card pops up in the future. 

“Sooner or later we'll probably do some- 
thing like this again,” he says.“Hint, hint...” 
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Return 


of the 
Ice Agents 


by Stephen D'Angelo 
and Julie D'Angelo 


Things are changing in 
the world of Dominaria. 
The weather is warming 
up, and alliances are 
being formed. In such 
troubled times, 
planeswalkers like you 
will need information 
to guide you...and so 
we've returned to share 
knowledge gained 
during our days of 
playtesting the first ce 
Age™ expansion and the 
newest card set for 
Magic: The Gathering’, 
Alliances”. 


The Ice Recedes—Or Does It? 
As Magic players, we like see- 
ing cards that introduce new 
ideas to Magic and that change 
the way the game is played, 
card sets that shift the balance 
of power to new deck types 
without making any single 
strategy or card too powerful. 
The much-maligned Fallen 
Empires” and Ice Age are excel- 
lent examples of this, and 
Alliances continues this trend. 
It’s so full of new ideas, in fact, 
that if we had not already been 
through the playtesting process 
for Ice Age, Alliances would 
have left us as brain dead as 
Lim-Dal’s minions! 

Alhiances builds upon many 
of the ingenious concepts that 
Ice Age introduced. Nearly a 
dozen cantrips (the draw- 
another-card cards) appear in 
Alliances, offering a variety of 
clever abilities while replenish- 
ing your hand. Other cards 
make use of cumulative upkeep 
to balance their extraordinary 
abilities. The most curious of 
these is Varchild’s War-Riders, 
which has the cumulative 
upkeep of giving your oppo- 
nent a 1/1 token creature. For 
the first time, the creation of 
creatures becomes a cost to be 
reckoned with and not just a 
desirable result! 


Pitching In 

Perhaps the most innovative 
idea in Alliances is the intro- 
duction ofa new kind of cost 
for casting a spell or using an 
ability: the removal of cards 
from the game. The most 
exciting examples of this are 


the so-called pitch spells, which 


can be cast without spending 
any mana. All you have to do is 
remove from the game one 
card in your hand of the same 
color as the card you want to 
cast (and in some cases pay one 
life). Each color has its own 
pitch spell: Pyrokinesis resem- 
bles Pyrotechnics, Bounty of 
the Hunt is a more versatile 
Giant Growth, Contagion 
serves as a double Weakness, 
and Scars of the Veteran func- 
tions like a huge Sacred Boon. 
The most interesting is blue’s 
Force of Will, which acts just 
like Counterspell. Players of 
blue decks now have the ability 
to counter a spell without hayv- 
ing any mana available! 

Don't panic; while pitch 
spells promise to change how 
the game is played, the cost of 
removing a card from your 
hand and the game is a steep 
one. Players will often be 
tempted to pay the higher- 
than-normal casting cost— 

3 @ @ for Force of Will—rather 
than give up another spell in 
their hand. Players are forced 
to decide if speed and surprise 
outweigh the need for having a 
card to play later. 

There are other cards for 
which removal of cards from 
the game is effectively a cost: 
Thought Lash, for example, 
can prevent all damage done to 
you if you are willing to remove 
enough of your cards from the 
game. While effects like these 
can be quite powerful, the risk 
of emptying your library may 
leave you wishing for a larger 
deck. This contradicts one of 
the standard assumptions of 
deck design: keep your deck as 


small as possible. Pitch spells 
and similar cards encourage 
you to break these rules. One 
player in our group took this to 
the extreme by building a 
thousand-card deck that was as 
difficult to beat as it was to 
shuffle! 


Digging Out 

Another major theme in 
Alliances involves cards that 
manipulate the library. At least 
ten cards in the expansion mess 
with the library in some way. 
Misinformation allows you to 
take any three cards in the 
opponent's graveyard and put 
them on top of his or her 
library. Lodestone Bauble lets 
you take up to four lands from 
any player's graveyard and put 
them on top of his or her 
library. Although these can be 
used to get some of your lands 
back when fighting a land- 
destruction deck, their most 
valuable use is to dictate what 
your opponent will draw for 
the next several turns when the 
game is nearly won—a tactic 
your opponent will find pretty 
frustrating. 

The effects of other library- 
manipulation cards are limited 
to actions on your own library, 
but don’t think they aren't use- 
ful! The white spcll Reinforce- 
ments allows you to put three 
creatures from your graveyard 
on top of your library, while 
Foresight allows you to remove 
any three cards in your library 
from the game. The latter is 
quite useful for stripping your 
deck of excess lands or color 
hosers. Soldevi Digger lets you 
move the top card of your 


(REDITS 


Alliances™ is based on a game 
by Richard Garfield. 
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graveyard to the bottom of 
your library. This becomes an 
interesting recycling tool when 
combined with the Soldier of 


Fortune, a creature that you 
can tap to reshuffle your 
library. These library-manipu- 
lation cards are difficult to 
master, but they can create 
quite an advantage in longer 
games. (For more on these cards, 
see “Card Spotlight,” pp. 23-24.) 


Additions to the Battlefield 
Beyond the broad concepts 
above, a variety of new card 
ideas make their debut in 
Alliances. Our playtesting 
group agonized over cards like 
Ivory Gargoyle; this white 
creature comes back under 
your control every time it dies, 
but you also lose a draw phase 
each time. In fact, you have to 
pay mana to get rid of it! 
Rogue Skycaptain is a cheap 
3/4 flyer, but if you don't pay 
its upkeep it goes to work 
for the opponent...until 
he or she doesn't pay the 
upkeep, at which point 
the Rogue returns to you. 
Lim-Dial's Paladin sports 
another twisted ability: if it 
is not blocked it causes the 
opponent to lose 4 life instead 
of taking damage—a loss of 
life that cannot be prevented. 
And Storm Cauldron is sure to 
drive people crazy when it 
sends any land that is tapped 
for mana back to the owner's 
hand. Alliances is full of cards 
like these with abilities worth 
designing decks around. 
Several Alliances cards 
strengthen existing deck types 
as well. Discard decks will 


benefit from black’s cheap 
Insidious Bookworms, which 
forces a player to discard a card 
at random from his or her 
hand. But be wary: the red 
spell Guerilla Tactics deals 4 
damage to an opponent when 
discarded. Land-destruction 
decks gain the new red spell 
Pillage (bury target artifact or 


[ey Pies: Dur Favorite sllies 


FEAST OR FAMINE: The ability to 
create a 2/2 Zombie token crea- 
ture as an instant is well worth 
the cost, The optional ability to 
use this as a Terror instead 
makes this spell so flexible you 
will not want to live without it. 


LAKE OF THE DEAD: This card 
provides tons of fast black mana 
from those extra swamps. Pair it 
up with Drain Life and watch 

- your opponent squirm. Just 
hope they don’t have a counter- 
spell handy! — 


SOL GRAIL: This artifact 
is cheaper than a Mana 
Battery, and it can ; 
produce mana of — 
any color. 


land), and poison decks 
receive a needed boost with 
the Swamp Mosquito, the first 
poison creature with flying. 
Permission decks get a pair of 
counterspells (Force of Will 
and Arcane Denial), and 
direct-damage decks score 
with two new instants: Pyroki- 
nesis, which lets you divide 4 
damage among target crea- 
tures, and Death Spark, which 
does 1 damage and can be 
retrieved from the graveyard 
for one mana. For fast mana, 


green-deck players can look 
toward the Elvish Spirit 
Guide. This card can be played 
as a slightly expensive 2/2 
creature or discarded to gener- 
ate one green mana. Creature 
decks were not left behind, 
either: Alliances is loaded with 
valuable creatures like Yavi- 
maya Ants, a green 


a 
FORCE OF WILL: ES 
Tapped out? 
No problem. 
Here’s the one and only 
Counterspell that costs no mana 
to cast. 


SWORN DEFENDER: Since you 
can make this creature’s tough- 
ness one greater than the power 
of the creature it’s up against, 
no single creature can defeat it. 
Add a Holy Strength or Armor of 
Faith and it can wipe out any 
single creature it fights. 


GORILLA SHAMAN: He’s small, 


he’s cheap, and he eats your 
opponent's artifacts for lunch. 
This one is bound to show up to 
eat Moxes in Type I tourneys. 


5/1 creature with trample that 
can attack the turn it enters 
play. Millstone decks will also 
benefit from a couple of new 
cards: Ashnod’s Cylix may cost 
a bit more than a Millstone to 
use, but it removes cards from 
the game so that pesky Fel- 
don’s Cane cannot save your 
opponent. Helm of Obedience 
also acts as a way to mill cards 
from your opponent's library 
and possibly take control of 
one of his or her creatures! 
There are a few cards in 
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Alliances that may provoke a 
feeling of déja vu in veteran 
players. For the cost of @@ 
and a card from your hand, 
Surge of Strength gives a crea- 
ture trample and +X/+0, where 
X is the creature’s casting cost. 
This offers a powerful way to 
give a creature trample and 
boost its power. Diminishing 
Returns forces all players to 
shuffle their hands and grave- 
yards into their libraries and 
then to drawa new hand of 
seven cards. This can be a life- 
saver in the midgame, but be 
careful about playing it more 
than once—its cost includes 
removing ten of your cards 
from the game. We think these 
cards (along with Sustaining 
Spirit, Sol Grail, and a few 
others) breathe new life into 
some classic card ideas. 


Coming Up for Air 

So what is missing from 
Alliances? The most obvious 
shortcoming is the lack of 
spells that use or depend upon 
snow-covered lands—only 
four spells even mention them. 
Also, while it includes numer- 
ous two- and three-color 
spells, A//iances doesn’t empha- 
size friendly color pairings as 
strongly as Ire Age did. Instead, 
it offers a buffet of choices for 
existing decks and ideas for 
many new ones. Hopefully this 
glimpse at a few of them will 
stack the deck in your favor! # 


Stephen D'Angelo and Julie 
D'Angelo have been playtesting 
Magic: The Gathering since the 
onset of the Ice Age. 
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Had | written this 
a year and a half 
ago, my article on 
Sylvan Library 
would have been 
direct and to the 
point: 

For your own 
protection, keep 
this card 
up and 
away from 
your deck 
at all 
times... 


CARD SPOTLIGHT 


by Chris Page 


hy have Sylvan Library mucking 

up your deck? You're going to have 

to draw all your cards anyway. As 

an example, suppose you play your 

Sylvan Library, and one of the top 
three cards in your library is a forest. You've 
already got three forests in play, so you keep 
leaving it at the bottom of the two cards you 
put back. Two turns later, Crumble drifts up to 
the top three cards, and your opponent doesn’t 
even have an Ornithopter out. So now you're 
forced to draw the third card of the set of 
three, constantly putting back Crumble and 
the forest. If that third card isa Red Elemen- 
tal Blast against a blueless opponent, you're 
boxed into drawing one of those 
three junk cards. Sylvan Library 
costs you one junk slot (itself) 
just to temporarily avoid your 
two least-needed junk cards. 

So why rave about Sylvan 
Library now? To do penance for 
last issue’s “Card Spotlight?” 
Well, not really. In the past, there 
have been only a few cards that 
interacted well with Sylvan 
Library, such as Land Tax, Sind- 
bad, Darkpact, Untamed Wilds, 
and Millstone. Since then, many others have 
been added, creating a whole new strategy: the 
evolving deck. And A/liances™ was the expan- 
sion to purposefully add many other cards to 
bolster an evolving deck, cards like Ashnod’s 
Cylix, Soldevi Sage, Browse, Soldier of For- 
tune, and Foresight. 


What You Want, When You Want It 

The evolving deck is an answer to one of 
Magic's stickiest problems—the limitations of 
casting costs. Casting costs can be blamed for 
everything—speed tournaments, land destruc- 
tion, why you can't build a weenie deck out of 
Serra Angels and Akron Legionnaires, the 
price of a Black Lotus, Chaos Orbs getting fed 
into salad shooters, the horizontal prolifera- 
tion of nuclear weapons to third-world dicta- 
tors.... Well, you get the idea. 

Because you can cast it immediately, Vam- 
pire Bats is better in your initial draw than 
Shivan Dragon. If you draw a Shivan, you 
wont be able to play it until later (usually much 


later), and you've got a card slot that isn’t doing 
you any good in which you'd probably rather 
have Erg Raiders. You want the low-cost cards 
early and the high-cost ones later—certainly 
not the other way around. How much land you 
want also depends on which turn it is; you 
want enough early to build up to the four or six 
you truly need, and after that you typically 
don't want to draw any more. 

Casting costs aren't the only factor in decid- 
ing when you want to draw a particular card, 
though. You also don’t want to draw a second 
or fourth Sylvan Library or Kismet that you 
had put in-your deck just to draw one early. Or 
if you've already got an Atog and an Omithopter 
in play, you'd rather draw Enduring Renewal 
than another Atog. Finally, you only want 
cards like CoP: Red, Terror, and Red Elemen- 
tal Blast during certain games, as these are 
either potentially critical or completely useless. 

It’s a mathematical min/max problem 
disguised as a game—you want to maximize 
the number of heavy-hitting spells (which 
typically have high casting costs) while maxi- 
mizing how efficiently you can use them. 
Unfortunately, these are mutually exclusive 
goals. There are a few traditional ways to get 
around this: you can use cards like Dark Ritual 
and Orcish Lumberjack, you can use only 
small creatures or combinations of small cards 
for a big effect, or you can find ways to draw 
lots of small cards later in the game. 

Or you can have your cake and auction it 
off, too. Set up your deck so you'll draw plenty 
of land and some small-mana cards early, and 
then modify your deck as the game is being 
played so that later you're only drawing the big 
guns. This is the evolving deck—it allows you 
to get the cards you want when you want them 
and strip away the cards you no longer need so 
you won't draw them in the first place. 


Sift, Shuffle, Strip 

Take the example from the beginning of this 
article: You've got a forest and Crumble at the 
top of your library. You don’t want to draw 
them again. Ever. Use Millstone and get rid of 
them. Or, if it’s a high-cost card that you're 
just not ready for (such as a Shivan Dragon), 
delay the inevitable with Nature’s Lore, send- 
ing the rejected card deep into the deck with 
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another shuffle. This sort of combination 
can keep pushing the chaff into your 
graveyard or deck, while you search and 
sift for cards that you need now. 

As a bonus, shuffle effects are gener- 
ally very cheap because they’ve tradition- 
ally been considered a side effect of 
looking through a player's library; the 
power to reshuffle has never been added 
to the casting cost of those cards. All 
told, there are over twenty different cards 


that let you reshuffle, including Soldier 
of Fortune, Lat-Nam's Legacy, Lim- 
Dal’s Vault, Portent, Aladdin’s Lamp, 
Diminishing Returns, Winds of 
Change, and even Shahrazad. 

To make shuffling even more useful, 
Soldevi Excavations is a land that you 
can tap to look at the top card of your 
library and elect to stick it on the bottom 
of your library. With shuffle cards, you 
still stand a chance of getting that spell 
back midgame. Or do the same trick 
with Soldevi Digger, an artifact that lets 
you put the top card of your graveyard 
on the bottom of your library. 

But what if you got an Elder Dragon 
in your initial araw? Sylvan Library 
wont help, but other cards will. One 
option is to use the card as a card with 
Stormbind, Force of Will, or Coral 
Helm. Or you can exchange it for a new 
card with Jalum Tome or Krovikan Sor- 
cerer. Even better, send two large cards 
back to your deck with Brainstorm, fol- 
lowed by some other effect for a quick 
reshuffle. Lat-Nam’s Legacy wraps the 
two effects in one neat package, but it 
only lets you put one card from your 
hand back in your deck. 

Even more interesting for the evolving 
deck is the late game. While you could 
keep shuffling the twelfth forest and all 
those Goblin Balloon Brigades back into 
your deck, you want to get rid of them 
completely so they don’t become too 
large a percentage of your deck. Properly 
played, Land ‘lax can be used to this end 
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Sylvan Library is the key to a whole new 
strategy. Used with cards like Chaos Harlequin 
and Diminishing Returns, Sylvan Library allows 
you to “tune” your deck while you’re playing. 


to remove a useless third of your deck 
(land). What's more, it puts the cards in 
your hand, so you're likely to be able to 
play them. Nature's Lore, one of the best 
green fast-mana cards, is similarly useful 
(and is easy to add in, given that you're 
already playing green). It’s about half a 
turn slower than Elves early on, but the 
forest is much harder to kill and Nature's 
Lore in combination with Sylvan 
Library nets you far more deck control. 


Foresight, a cantrip that lets you remove 
any three cards from your deck, lets you 
strip out the small cards, the color hosers 
that don’t match your opponent's colors, 
or your Swords to Plowshares if you're 
fighting a creatureless deck. All of these 
cards evolve your deck so that you're bet- 
ter suited for the late game against the 
particular deck you're facing. 

The alternative is to remove unneeded 
cards from the top of your library. This is 
less efficient but much easier to pull off. 
First, you reliably need to know what’s on 
top, which is where Sylvan Library (or 
Field of Dreams, or Orcish Spy, or Ele- 
mental Augury) comes in. For removing 
cards, Millstone is the obvious choice, 
but unless you have a specific reason for 
putting it in your deck, you'll probably 
want something else. More interesting is 
Royal Herbalist, which nets you a life 
every time you spend 2 and remove a 
card from your library. The bonus life will 
let you survive long enough to adapt your 
deck or draw extra cards through Sylvan 
Library. For 0, Phyrexian Devourer 
allows you to remove the top card of your 
library from the game and the Devourer 
gains power and toughness equal to the 
card's casting cost. You have to bury 
Phyrexian Devourer if it gets larger than 
6/6, but that's not a risk with Sylvan 
Library. Look for more milling ideas 
with Chaos Harlequin, Storm Elemen- 
tal, Whirling Catapult, Seasoned Tacti- 
cian, Deep Spawn, and the fun, if very 
risky, Orcish Librarian. 


Breaking Sixty 

If you use too many cards to search your 
library, though, the only thing you'll be 
drawing and milling are your other 
search cards—you'll be evolving your 
deck such that it’s no longer an evolving 
deck. (Plus, if you only have nine cards 
to actually hammer your opponent with, 
youre in trouble if most of them get 
countered.) One way of dealing with 
this problem is to make some of your 
deck-management cards, like Nature's 
Lore and Chaos Harlequin, useful in 
other circumstances and to keep a low 
but effective percentage of cards like 
Sylvan Library or Brainstorm. The 
other way is to shock people and play 
with more than sixty cards. 

Ifyou can scramble, sort, sift, and 
search your deck, why not play with a 
hundred cards? With an evolving deck, 
youre far more likely to get the card you 
want, and you can also cut away or use 
the chaff. And with more cards, you're 
far safer from Millstone and Jester’s Cap, 
and single slots of Essence Filter, Con- 
version, or Blood Moon are less likely to 
weigh down your hand in the first place. 
Take advantage of the fact that you can 
modify your deck to your heart's content: 
Pack in more seven- or eight-mana- 
casting-cost creatures than you'd regu- 
larly dare to include. Cut back on the 
duplicates of a card that you want to get 
out early. Bring less land. Since the per- 
centages of different card types no longer 
need to stay constant, take advantage of 
not having to follow percentages as 
strictly anymore. Experiment with a 
basic rule of deck construction that 
Alliances is trying to break—the sixty- 
card deck for maximum predictability. 

Finding new strategies is what makes 
expansions fun, and doing variations of 
the same old decks everyone else is 
doing gets mighty tedious. Try scram- 
bling your library with Library of Lat- 
Nam, Phyrexian Portal, or Diminishing 
Returns, and scramble your opponent's 
brains at the same time with something 


completely different. 


As one of the designers of ce Age” and 
Alliances, Chris Page continues to prove 
himself as one of Magic's “old-timers.” 
Chris is currently funding his graduate 
studies with sales of “bridge islands.” 
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Now you’ve done it. You’ve 
been hearing all the talk 
about how wonderful those 
“power cards” are, and you’re 
thinking about buying a Time 
Walk to add to your blue 
deck. You, Mr. Suitcase, and 
some friends were at a game 
store looking at the rather 
shocking prices for some of 
the individual cards, and your 
friends, being fairly new play- 
ers, wanted to know why cer- 
tain cards were removed 
from the set and why they 
commanded those outra- 
geous prices. You still don’t 
know what 
makes them so 
devastating 
that they cost 
so much, so you 
turn to Mr. 
Suitcase for the 
answers. 
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ne problem with the so-called 

“Magic power nine” (that is, 

the five Moxes, Black Lotus, 
Time Walk, Timetwister, and 
Ancestral Recall) is that they 
allow you to take some part of the 
strategy of Magic and bypass it. Ide- 
ally, Magic: The Gathering” cards are 
designed to be balanced so that no 
card is a “must-have.” That’s why 
some cards have higher casting costs, 
payments, or drawbacks than other 
cards; this keeps the game in check. 
Because the Magic power nine are no- 
torious for costing too little to cast or 
use for what they do, they’re some- 
times referred to as “power” cards, 
“broken” cards, or “degenerate” cards, 
depending on your viewpoint. Many 
feel that if both players are using de- 
generate cards, then the game is bal- 
anced, but all these cards really do is 
make the entire game a race to see 
who can get his or her degenerate 
cards out the fastest, 
with the faster player 
almost always being 
the winner. 

In the ideal Magic 
setting (with ideal 
being a relative term), 
each player's develop- 
ment occurs at about 
the same rate. On av- 
erage, both players are 
likely to have the same 
number of land cards 
in play, especially early 
in the game. This 
means that both play- 
ers have access to cards 
of about the same 
power level at the same 
time. However, the 
Moxes and Black 

Lotus (sometimes re- 


ferred to collectively as “the Jewelry”) 
can bypass this equally paced develop- 
ment. 

For no casting cost, each of the 
Moxes produces one colored mana, 
with the color depending on the Mox, 
and Black Lotus produces three mana 
of a single chosen color. Because these 
artifacts don’t follow land restrictions, 
just one in your first hand can give you 
a tremendous advantage by allowing 
you to cast more expensive (and there- 
fore more powerful) spells. It’s quite 
possible to play a Black Lotus and all 
five Moxes in your first turn to bring 
out a very powerful creature or spell, 
one that shouldn't have seen the light 
of day until later in the game. This is a 
dramatic example, but even a slight 
advantage in the early game can be 
unbalancing. 

There’s nothing wrong with trying 
to speed up your deck, however. Many 
cards, like Dark Ritual, Llanowar and 
Fyndhorn Elves, Birds of Paradise, 
Implements of Sacrifice, and others, 
are relatively easy to obtain and can 
speed up your mana, but you have to 
have resources already in play in order 
to use them. 

Another principle behind Magic is 
that both players have access to the 
same resources at the same time, 
whether it be the number of cards in 
hand, the number of lands in play, or 
the number of turns each player gets. 
Having more of these resources than 
your opponent can easily win you the 
game by giving you more choices. 
“The Big Blue” (that is, Time Walk, 
Ancestral Recall, and Timetwister) are 
specifically designed to give you these 
extra resources. 

Time Walk is a sorcery that lets you 
take an extra turn after the current 
turn. This not only gives you the 


EXCUSE ME, MR. SUITCASE? 


THE POWER NINE 


ILLUSTRATION BY JULIE BAROH 
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advantages of having an extra untap 
phase, drawing an extra card, playing 
an extra land, making an extra attack, 
and using your mana twice in a row to 
play cards or get effects, but it also 
lets you exploit your opponent's in- 
ability to respond to what you're 
doing if he or she is tapped out. 

There are other cards that provide 
portions of Time Walk’s ability. Battle 
Cry, for example, lets you untap all of 
your white creatures, and Reset un- 
taps all of your lands. In the same way 
that Time Walk denies your oppo- 
nent a turn, cards like Stunted 
Growth and Memory Lapse slow 
your opponent down by making her 
draw cards she has already had in her 
hands. All of these cards work on the 
principle of increasing your resources, 
but none of them abuse the principle 
as Time Walk does. 

Ancestral Recall also lets you abuse 
the gaining-resources principle by let- 
ting you draw three new cards. Cards 
are a valuable resource in Magic. The 
more cards you have access to the bet- 
ter your chance of having the right 
card when you need it, and since An- 
cestral Recall is also an instant, you 
can cast it at any time, even during 
Mr. Suitcase’s attack phase. There's 
nothing wrong with being able to get 
extra resources, but because the cast- 
ing cost of Ancestral Recall is so low 
and because it’s an instant as well, it’s 
degenerate. 

The cards that provide similar ef- 
fects are more limited (and therefore 
more fair) than Ancestral Recall. For 
example, Brainstorm, though it’s an 
instant, only lets you get one of the 
next three cards, instead of all of 
them, and by tapping Jayemdae Tome 
and four mana, you can draw a card. 
Neither of these cards is nearly as 
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powerful as Ancestral Recall, but 
both are designed to maintain 
game balance. 

Usually, once a card is used in 
Magic, it’s gone for good. However, 
Timetwister lets you get around this 
by allowing you to reshuffle your 
graveyard back into your library. It’s 
true that several cards in Magic (Fel- 
don’s Cane, for example) let you do 
this, but Timetwister is considered 
abusive because it combines effects. 
Not only does it let you and your op- 
ponent reshuffle your graveyards, but 
it also lets you reshuffle your hands 
and draw seven new cards. The wise 
player will play Timetwister when his 
or her own hand is empty but when 
the opponent is still holding six or 
seven cards (some of which were 
probably being saved for just the right 
moment). In this way, the player with 
Timetwister is once again unbalanc- 
ing play not only by gaining resources 
but by recycling cards he or she has 
already used—all with the same spell. 

Several cards, including the already 
mentioned Brainstorm and Jayemdae 
Tome, have some of Timetwister’s 
abilities, but don’t combine too many 
powerful effects into one card. Fel- 
don’s Cane is the only obvious mirror 
for the reshuffling portion of 
Timetwister, and Winds of Change 
allows players to reshuffle their hands 
and then draw new cards. The most 
similar card to Timetwister, though, 
is Diminishing Returns (from A/- 
liances”), which causes both players to 
reshuffle their hands and graveyards 
into their libraries and draw up to 
seven new cards. Diminishing Re- 
turns has two major differences, 
though: its casting cost is 2.¢ @ 
rather than 2 @, and it makes the 
caster remove the top ten cards from 


his or her library from the 


game, a huge deterrent to someone = 


casting it. All of these Timetwister- 
like cards, while good, only possess a 
fraction of Timetwister’s power, and 
all of them have more limitations— 
limitations that keep the balance of 
the game in check. 

When you look at what the 
Jewelry and the Big Blue do and how 
that actually impacts the game, it’s, | , 
fairly easy to see why they 
were not reprinted and 
why they're priced so high 
in the secondary card market. Each of 
the nine cards provides players with 
an easy way to gain a huge advantage 
over their opponents, all with little or 
no disadvantage to themselves. Even 
in Type I tournaments, these cards are 
restricted to one per deck, and al- 
though both players’ being able to use 
them makes the game more fair than 
if only one player were using them, 
the game still sometimes be- 
comes more luck than skill. 
Real skill is shown by how 
you use the entire contents of your 
deck, not by whether or not you draw 
certain power cards before Mr. Suit- 
casecan. @ 


Perhaps Paul Peterson is too busy as a 
game designer at Wizards of the Coast 
to remember that we still have those 
Black Lotuses of his on loan, or perhaps 
he's decided that they're just too degener- 
ate for him to want anymore. 
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the use of his or her resources. ha splay ee Mie? ; 


called resource denial, can “pie to be one: f the 


most effective b because eat can plan ong it while your 
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Manipulator and Relic Barrier are probably the most 


WINTER ORB 

In the tranquil valley of }|© WHEN playing with Winter Orb, 

Thesk, frost coats the _ the idea is to capitalize on the 
walls of only one keep. —_ card's strengths, slowing your 
Though the spring melt opponent down while minimizing 
has long since passed,a _the effects to yourself. If you play 

thin layer of snow still — the Orb when your opponent is 
covers the battlements. tapped out and you're not, he or 


Guards stand unmoving, she will be struggling to. accumu- 
frozen in place. From deep _late the mana needed for simple 


within the keep, in the —_ spells. However, because the Orb e 
chamberlain’s private labo- _ prevents a// players from untapping es 
ratory, comes the source — more than one land during their 4 


of this strange phenome- —untap phases, it’s critical that you 

non. Unattended, a haze of construct your deck around it. 

chill air emanates from You'll need alternative sources 

the Winter Orb, — of mana: Llanowar and Fyndhom 

Elves, Fyndhorn Elders, and Wild 
Growth can provide you with 
mana, and Ley Druid and Juniper 
Order Druid can be used to untap 
an additionalland every turn. - 
Dark Ritual increases your casting 
options. Artifact mana, such as 
that gained from Fellwar Stone, is 
another popular option, as it will not be affected by the Orb. cae 
Finally, the various storage lands from Fallen Empires” are excel- ~ 
lent additions, as they can accumulate large numbers of counters. 

However, the best way to get around the negative effectsof 
Winter Orb is by using Icy Manipulator. At the end of your 
opponent's turn, use the Icy to tap your Winter Orb anc 
off” its effect for yourself. You can also use Twiddl 
Druid, and Relic Barrier to shut off the Orb, though 
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tently efficient methods of doing so. e 


From Chills to Frostbite 


nent and choosing your method of. winning. 


snent casts a spell, he or she is using valuable me 
; counter the oe your opponent will have g 


opponent to empty his or her mana pool. And 
mana, wait until your opponent has spent turns a 
enough to actually cast something and then play 

It’s difficult to counter everything, though, ai 
be prepared for what does slip through. When 


man oO cast a creature, use Unsummon, but d 
mon ; 0 
& Re Ae : 


Aa 


instead, wait until he or she declares an attack with it or 
attempts to use it for defense. Kismet can also prove devastat- 
ing when used with Winter Orb because it causes your oppo- 
nent’s lands, creatures, and artifacts to come into play tapped, so 
even putting new land into play won't build up 4 mana supply. 

You can also combine these “permission” spells with artifacts 
and enchantments that increase casting costs, further crippling 
your opponent. It’s bad enough for your opponent to try to 
summon a Serra Angel only to have it Memory Lapsed; it’s 
even worse if Feroz’s Ban, Soul Barrier, or Gloom is in play, as 
they cither increase the casting cost of a variety of spells, or 
force payments of mana or life. Use your Icy to tap your oppo- 
nent's creatures or artifacts, and if you want to be particularly 
cruel, use it to tap his or her land. 

Most likely, your opponent will be holding cards in his or 


ture’s pe or +t pay three mana or tak age, but 
i ana may be difficult. Similarly, Mind Whip and 
a creature’s controller pay mana or 
| Whip even taps the creature ifthe 
ven artifacts and enchantments can be turned 
ler, with cards like Power Leak, Warp 


Vinter Orb is riesanrgtils component of those — 
strategies that revolve around i it, Shutting off an opponent’s 
access to land, or even minimizing it, can provide you with the 
winningedge. 


<a MEEKSTONE “> 


The door to the chamber 
remained open, propped in 


MEEKSTONE prevents any 
creature with a power greater 


place by the frozen body — than 2 from untapping, and 
of the chamberlain himself. _since this artifact affects the 
Though his clothing seemed _ caster too, you need a way to 


free of frost and snow and 
his features were flush with 
the flow of warm blood, he 
stood locked in position. 
The Winter Orb was not the 
only artifact with which he 
had been experimenting: near 
_the Orb was the object that 


effectively avoid its effects. 
Obviously, this kind of artifact 
works best with the “weenie- 
horde” deck—that is, a deck . 
designed around a wide variety 
of cheap, low-power creatures. 
Including instants like 
Giant Growth and Blood Lust 
in your deck will allow you to 
benefit, temporarily, from pow- 
erful creatures without suffer- 
ing the drawbacks caused by 
Meekstone. Another option is 
to make use of creatures that’ 
don’t tap when they attack, such 
as Serra Angel, Windseeker 
Centaur, Zephyr Falcon, and 
Ghost Hound. They can be 
safely ep ae with 


ned your basic strategy, you need to maxi- 
eness of Meckstone. One of the first things 


or Zeylon Sword; both cards allow you to decide when a 
creature (yours or your opponent's) gets moré power. 

Kismet, Icy Manipulator, Twiddle, and Elder Druid can all 
be used to tap an ‘opponent's creatures before he or she even 
gets the option to attack, allowing you to’ ‘take advantage of 
Meekstone . without having to rely on your “opponent to tap 
creatures. A favored tactic is to use Word of Binding or Winter 
Blast to force all creatures with a power greater than 2 to tap. 
Once an opponent's creatures are tapped, they won't be untap- 
ping soon, thanks to: Meekstone. 

Meekstone can also prove incredibly potent when used in 
conjunction with | Siren’s Call, Season of the Witch, or even ~ 
Total War. With Siren’s Call you can force untapped creatures 
to become tapped and destroy all those high-powered, tapped 
creatures in one fell swoop. Season of the Witch can be even 


_ more effective, as your opponent has to either attack or destroy 


his or her creatures. And if Meekstone is in play, any creature 
that attacks will most likely remain tapped. Total War is effec- 
tive for a different reason, as your opponent must choose 
between attacking with absolutely everything and attacking 
with nothing at all. Neither option will carry much appeal with 
Meekstone in play. : 
Like Winter Orb, Meekstone can be an effective tool in a 


deck designed for resource denial. Many Magic players make 


“creatures with considerable power, and Meekstone forces 
duals to use them on your terms. That kind of power 
control, which is precisely where you want to be. 
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by Beth Moursund 


The Daily Grind 


he usual way to win in 

Magic” is by dealing 

enough damage to get 

your opponent down to 

0 life. But that’s not the 
only way. A player who runs 
out of cards loses, no matter 
how much life he or she has 
left. One whole category of 
deck is designed for this type of 
win (often called “decking” the 
opponent). Technically these 
are “library-depletion decks,” 
but they’re frequently referred 
to as “Millstone decks” even 
when they don’t actually 
include Millstones. When it’s 
working well, a Millstone deck 
will destroy, counter, neutralize, 
or just shrug off everything the 
opponent tries to do, while 
whittling away at the oppo- 
nent's library until there’s noth- 
ing left. 

Library-depletion decks have 
always been possible. Recently, 
though, they’ve become much 
more popular on the tourna- 
ment circuit, and their high 
standing at the first profes- 
sional tournament (the top 
eight decks in the Open 
division included three 
library-depletion decks) 
can only increase this 
popularity. 


FOUNDATION CARDS 


Since the whole point of a 
library-depletion deck is to 
make sure that your opponent 
runs out of cards before you do, 
the key cards fall into two cate- 
gories: those that help empty 
your opponent's library and 
those that help preserve or 
recycle your own. Obviously, 
Millstone heads the list for the 
first type, with Jester’s Cap, 
Howling Mine, and Vexing 
Arcanix as the other main con- 
tenders. Howling Mine empties 
both players’ decks equally 
fast—almost. Since you can't 
cast Howling Mine until after 
you've drawn, your opponent 
gets the first extra draw, thus 
increasing the chances that he or 
she will run out of cards first. A 
Jester's Cap or two adds to this 
small gap, as does stripping your 
opponent's deck of the cards 
that will hurt your strategy the 
most. You can ensure that the 
cards aren't recycled once 
they've hit the graveyard by 
using Tormod’s Crypt. And to 
keep your own library flush, you 
can use Feldon’s Cane; it’s nearly 
a must-have (and is also the best 
defense against depletion 
decks). In addition, Island Sanc- 
tuary lets you draw one fewer 
card per turn (not to mention 
making many of 
your oppo- 
nent’s 


creatures useless), and Necropo- 
tence and Fasting let you stop 
drawing entirely. 

Once you've got the founda- 
tion, the rest of the deck can 
consist of cards that protect you 
and/or shut down whatever your 
opponent tries to do—cards that 
drag the game out long enough 
to make running out of cards a 
threat. The choices here make 
many different varieties of 
depletion deck possible. 

Counterspell cards, of course, 
can stop any spell as it’s being 
cast. For cards that do make it 
into play, a whole array of reme- 
dies is available. Disenchant, 
Divine Offering, Shatter, and 
Crumble take out artifacts. 
Swords to Plowshares is the best 
single-creature remover because 
the depletion player doesn’t care 
how much life his or her oppo- 
nent gets, and the Swords has 
the added bonus of removing 
the creature from the game 
entirely, so it won't be back even 
if the library gets recycled. 
Lightning Bolt, Incinerate, and 
Terror are also cheap creature 
killers. Alternatively, Icy 
Manipulator and Ice Floe can 
keep a creature neutralized, 
which is almost as effective as 
killing it. 

Then there are the “reset 
buttons,” each of which wipes 
out one or more whole cate- 
gories of cards. Armageddon 
destroys all land, and Wrath of 
God destroys all creatures. And 
since the depletion player usu- 
ally has no creatures of his or 
her own, he or she can cast Bal- 
ance to wipe out all creatures— 
and often land as well. 
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A popular combination is to 
cast Balance and then, if your 
opponent doesn't counter it, to 
respond by sacrificing all your 
land to Zuran Orb. Nevinyrral’s 
Disk destroys everything 
except land, and Jokulhaups 
destroys everything but 
enchantments. Cards that 
damage all creatures, such as 
Pyroclasm and Time Bomb, 
also fit loosely into this cate- 
gory, as they can help you 
regain your footing when 
you're being slaughtered by 
creatures. 

Every turn played means at 
least one less card in your 
opponent's library, and dam- 
age-prevention or life-gaining 
effects help lengthen the 
game. Zuran Orb, Ivory 
Tower, and Fountain of Youth 
are the most common “heal- 
ing” cards, since they’re usable 
in any color of deck, but Drain 
Life and Reverse Damage are 
also sometimes included. 
Finally, Circles of Protection 
are usually kept in the side- 
board, to be swapped in when 
you know your opponent's 
deck’s main colors. 


BEYOND 
THE FOUNDATIONS 


The most common library- 
depletion deck is a blue/white 
permission deck with Mill- 
stones. Since we've already 
spent one column discussing 
permission decks (see Duelist 
#10, p. 22), we won't go into 
permission strategies here. 
Other Millstone decks ditch 
the permission, relying purely 
on cards that destroy or neu- 
tralize permanents after they 
make it into play. Almost all 
Millstone decks use white, 
either alone or in combination 
with a second color, primarily 
because it has so many of the 
foundation cards. 

Then there are the Mill- 


stoneless variants, which use 
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Howling Mines and Jesters 
Caps to deplete the oppo- 
nent’s library and Feldon’s 
Cane, Island Sanctuary, or 
Necropotence to preserve 
one’s own. Though purists in 
the depletion strategy sneer 
at them, many depletion 
decks contain a tiny damage- 
dealing capability as a fall- 
back. Mishra’s Factories are 
popular for this, since they’re 
perfectly good mana sources 
for your artifacts when you 
don’t want creatures and 
they're unfazed by the mass- 
creature-destruction spells. 
One intriguing variant uses 
Time Bomb with Reverse 
Damage; the same delaying 
tactics that make Millstone 
effective let Time Bomb 
build up multiple counters. 


PLAYING THE DECK 


The key to playing a library- 
depletion deck is patience; 
time is on your side. All you 
need to do is keep yourself 
alive and you'll eventually win. 


Don't worry about things that 
give life to your opponent or 
prolong the game; instead, 
focus on getting rid of cards 
that threaten you and keep 
whittling away at that library. 
If possible, save your mass- 
destruction cards until you 
can kill several cards for the 
price of one. If you get into a 
“chicken” situation (like the 
face-offs when both players 
have Land Tax and neither 
wants to be the first to play a 
land), let your opponent be 
the one to break the stale- 
mate—after all, the longer the 
stall lasts, the closer you are to 
winning. 

One problem with “milling” 
is that it’s an all-or-nothing 
tactic. If neither player is using 
library-peeking effects and if 
the game doesn’t last long 
enough for your oppo- 
nent to run out of cards, 
all of the mana spent on 
milling was wasted 
(aside from whatever 
psychological advan- 
tage you got from it). 
It may even have 
helped your oppo- 
nent by giving him or 
her knowledge of what cards 
wouldn't be drawn, thereby 
allowing better strategic plan- 
ning. Many players don’t quite 
understand this, arguing that 
they could mill away the key 
cards that make the deck 
work. Yes, but they have just as 
good a chance of making their 
opponent draw a key card that 
would have been buried too 
deep in the library to ever be 
reached without the milling. 


NEW DEVELOPMENTS 
As of April 1, Feldon’s Cane 
and Recall are no longer 
restricted to one per deck in 
Type II tournaments. This 
may throw a major wrench 
into the Millstone wheels. 
When Feldon’s Cane was 


restricted, a Millstone player 
had a good chance of catching 
the Cane itself with Millstone 
or Jester’s Cap. But with 
potentially four Canes in the 
deck, the odds of your oppo- 
nent getting to recycle his or 
her library are high. OF 
course, you can recycle your 
own library just as many times 
and still wind up on top, but 
if the game drags on so long 
that time runs out before 
you've even finished the first 
duel, that won't help much. 
As players adapt to these 
changes, Tormod’s Crypt 

will no doubt become 

more prominent in library- 
depletion decks. 

But soon Alliances” will be 
added to the tournament ros- 
ter. Helm of Obedience works 
as a souped-up Millstone, 
though it will eventually self- 
destruct (replacing itself 

with a creature 
you can block 
with) unless your 
opponent is playing 

a creatureless deck. 
Ashnod’s Cylix costs 
more to use than a reg- 
ular Millstone and may 

help your opponent, but 

it can also be used to get 
around the four-of-a-kind 
tournament limit. Soldevi 
Digger gives a new way to 
avoid running out of cards 
yourself. Finally, a number of 
nifty effects in A//iances 
require players to remove 
library cards from the game. 

Will these changes and 
additions keep library- 
depletion decks in the ranks 
of the top tournament win- 
ners, or will they fall back 
toa “fun decks only” strategy? 
Only time will tell. 


Beth “BethMo” Moursund 
often works as a referee or judge 
for Magic tournaments and 
watches out for the latest deck 
trends. 
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DECK 
GENESIS" 


ow do top players create tournament-winning decks? What factors do they 


consider? There is no single, “best” way to build a deck, but I'll take you 


through the “genesis” of a hypothetical tournament deck and show you how } 
prepare a deck for tournament play. 


Laying the Foundation 

The first step is creating a central goal. Maybe 
you want to overrun your opponent with a wee- 
nie swarm, or maybe you want to immolate him 
or her with direct damage. Whatever approach 
you choose, this goal will be the deck’s central 
focus throughout its construction, although the 
goal may be refined. For this hypothetical deck, 
T’ve chosen to win by “locking up” the game: my 
opponent will be forced to discard every card he 
or she draws, no matter how many cards are left 
in his or her library. 

Once the central goal is chosen, we can search 
for a few “foundation” cards that fit the deck’s 
theme. For this deck, I've chosen Zur’s Weird- 
ing (to pay life to force an opponent to discard), 
Island Sanctuary (to stop drawing once Zur’s 
Weirding is in play), and Ivory Tower (to gain 
life for Zur’s Weirding). Any other cards I 
choose will support this focal combination. 


The “Big List” 

At this point in deck construction, you should 
always focus on reasons why a card might work, 
not on reasons why it won't. Given the deck’s 
foundation cards, I assembled a list using pri- 
marily white, blue, and artifact cards. 

As you're developing an initial list of cards, 
try to anticipate as many of your deck’s objec- 
tives as possible. With this particular deck, we'll 
probably want cards to help set up or improve 
the winning combo. We might also look for 
cards to stall, so we'll have time to set the 
combo up. Defense is a concern for any deck, 
but perhaps even more so for this one; with re- 
sources tied up running an opponent out of 
cards, we don’t want to be left vulnerable to 
creatures, direct damage, or artifacts. Even 
worse would be to die by running out of cards. 


As you write cards down, keep all of these ob- 
jectives in mind. For this deck you might want 
to choose Fountain of Youth, Reverse Damage, 
Divine Offering, and Zuran Orb as cards to 
gain life (for use with Zur’s Weirding). You 
might also consider Wrath of God, Swords to 
Plowshares, Meekstone, Siren’s Call, Control 
Magic, Icy Manipulator, and Balance as crea- 
ture-defense cards. It’s easy to come up with a 
wildly varied list of cards—my initial list for this 
deck had over 100 cards. Just remember not to 
immediately rule out any card that comes to 
mind, as you don't want to risk overlooking 
what could be a key card. 


Refining the Theme 
After assembling a list of every card that could 
conceivably support our deck, we can refine the 
theme to determine which cards fit and which 
don't. The central theme is to not have to draw, 
and to control what your opponent draws (so he 
or she will be run out of cards). As secondary 
themes, we want to be safe from creatures, direct 
damage, artifacts, and running out of cards 
(“deck death”), and we want to have a solid gen- 
eral defense. I broke down my list of potential 
cards into various themes (see sidebar at right). 
Not every card from your initial list may fit 
into a theme, and some cards, like Icy Manipu- 
lator, will fitinto more than one. 


Gaining a Competitive Advantage 
Now we have a sense of which cards from our 
initial list fit into the deck’s theme. Before 
moving on, however, it’s important to evaluate 
the initial list using other criteria; a card should 
not be ruled out just because it doesn't fit nicely 
into one of the deck’s themes. To make these 


choices, we need to determine how well each 
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card contributes to gaining a competitive 
advantage. 

There are a few basic ways to get a 
competitive advantage in Magic. One is 
to net more cards than your opponent, 
either by outdrawing your opponent or 
forcing him or her to discard. Of the 
cards under consideration, Necropotence 
can provide a card advantage and it sup- 
ports one of the deck’s themes (declining 
to draw). Other cards from my initial list 
that could provide a card advantage in- 
clude Jayemdae Tome, Disrupting 
Scepter, Land Tax, Elkin Bottle, and 
Sylvan Library. 

Another way to gain a competitive ad- 
vantage is by the careful use of “mass de- 
struction” cards (e.g., Armageddon, 
Wrath of God, and Nevinyrral’s Disk). 
Used well, mass destruction can hurt 
your opponent far more than it hurts you 
and allow you to come back from other- 
wise hopeless situations. Balance and 
Wrath of God are both strong candi- 
dates (especially since they provide crea- 
ture defense), as is Armageddon. I’ll also 
consider Nevinyrral’s Disk, which wasn’t 
even on my initial, “big list’—as you 


evaluate your list by theme and competi- 
tive advantage, you may come up with 
cards you hadn't considered before. 

The third significant way to gain a 
competitive advantage is by having more 
mana in play than your opponent. A 
mana advantage can be attained by nulli- 
fying your opponent's mana sources, by 
having non-land mana sources, or by 
drawing and playing mana sources more 
efficiently (using cards like Land Tax 
and Fastbond). Land Tax has a great deal 
of potential, as do Fellwar Stone, Birds 
of Paradise, and Winter Orb. 


Catalysts, Accelerators, 

and Solid Cards 

Before trimming down to a workable 
deck, we need to identify any cards that 
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haven't fit the criteria used so far. These 
may be cards that work well with a par- 
ticular combo (catalysts), that speed up 
the function of your deck (accelerators), or 
that are just generally solid. 

A good catalyst is Elkin Bottle, since 
it works well with Island Sanctuary and 
Zaur’s Weirding but isn’t necessary. Por- 
tent is an accelerator, since it helps you 
find cards quickly by allowing you to 
reshuffle. A generally solid card is Coun- 
terspell, since it can authoritatively stop 
any spell. 


Making the Cut 
After grouping your initial list by theme 
and evaluating which cards are capable 
of providing a competitive advantage, it’s 
time to go back and assess each card. At 
this point, picking the right cards for the 
right reasons can really shape the deck. 

The central theme of the deck is to 
decline to draw and to control what your 
opponent draws. Island Sanctuary will 
work better in this deck than Necropo- 
tence for declining to draw, since it’s eas- 
ier to cast and is more defensive in 
nature. Zur’s Weirding gives the most 
lasting control over what the opponent 
draws. Jester's Cap also gives you a mea- 
sure of control by preventing your oppo- 
nent from drawing his or her best three 
cards. Portent appears less important but 
remains a possibility. Elemental Augury, 
although powerful, is quickly ruled out 
as it requires red and black mana. 

Looking at the deck’s secondary 
themes (defense against creatures, direct 
damage, artifacts, and “deck death”), Icy 
Manipulator, Wrath of God, and Bal- 
ance jump out as key cards, since they fit 
several of the themes, accomplishing the 
work of several cards with one. Another 
thing to watch for are cards in the same 
category that accomplish the same thing. 
In these cases, casting cost, spell type, 
and versatility will frequently be the de- 
ciding factors. For example, Disenchant, 
a low-cost instant, is better for artifact 
defense than Steal Artifact; Steal Arti- 
fact allows you to gain a card while your 
opponent loses one, but it’s expensive, it 
can only be cast on your turn, it’s no help 
against enchantments, and it’s vulnerable 
to Disenchant. 

For creature defense, Swords to 
Plowshares compares favorably to 


Control Magic in the same way that 
Disenchant does to Steal Artifact, and 
we've already decided Icy Manipulator, 
Balance, and Wrath of God are shoo- 
ins. Siren’s Call, another low-cost in- 
stant, looks good since it can kill more 
than one creature and it works well with 
cards already chosen for the deck (such 
as Island Sanctuary and Icy Manipula- 
tor), but it doesn’t do much on its own. 
Siren’s Call would give our deck crea- 
ture defense in a color other than 

white (for cards like Gloom and Black 
Knight), but the combo cards that make 
Siren’s Call useful might not be in play 
that often. Meekstone will help against 
high-power creatures but will be inef- 
fective against Serra Angels (without 
help from the Icy) and the various 
Knights and Orders. 

For direct-damage defense, the best 
choice are life-gainers, since these cards 
will also work well with Zur's Weirding. 
Fountain of Youth, Zuran Orb, and 
Ivory Tower make great choices; Reverse 
Damage and Deflection are also promis- 
ing because of their flexibility, but they 
do have higher casting costs and might 
be ineffective against some decks. CoP: 
Red provides a stronger defense than 
any of these, but there’s no guarantee 
that your opponent will play red, so it’s ~ 
probably only a good candidate for your 
sideboard. 

For artifact defense, Disenchant and 
Divine Offering are strong, versatile, 
low-cost instants. Steal Artifact has the 
same advantages and drawbacks as Con- 
trol Magic. The two that should defi- 
nitely be crossed off are Energy Flux, 
which seems to work against the Icys 
and life-gaining artifacts, and Hurkyl’s 
Recall, which is good in combination 
with Balance but is otherwise too narrow. 

For defense against “deck death,” Re- 
call and Feldon’s Cane are critical for re- 
covering key cards that get milled away 
or forced to the graveyard by Zur’s 
Weirding. Necropotence was already 
ruled out in favor of Island Sanctuary, so 
that leaves Millstone. It can act as a ran- 
dom mini-Jester’s Cap, removing two of 
your opponent's cards. It also works well 
with Zur’s Weirding, since you have to 
approve or disapprove of a third as many 
cards before deck death sets in. However, 
you need mana to use the card, and it 


rr 


doesn’t affect aS 
the current 
playing environ- 
ment—if you're 
getting stomped 
by a Serra, the 
last thing you 
want to draw is a 
Millstone. 

Looking at cards that 
would help you gain a “card advan- 
tage,” Jayemdae Tome or Elkin Bottle 
is preferable to Disrupting Scepter: 
draw tends to work better than dis- 
card for netting cards (except maybe 
a Scepter backed by strong control, 
like Counterspell or Zur’s Weirding). 
All of these choices, though, tend to 
take too much mana. Since we want to 
quickly establish a card advantage, we 
need something that gives more than 
one card per turn for much less (or no) 
mana, such as Land Tax or Sylvan Li- 
brary. Sacrifice lands (such as Ruins of 
Trokair), Armageddon, Hallowed 
Ground, and Library of Leng can be 
used as catalysts for Land Tax. Since 
Land Tax is now restricted, Jayemdae 
Tome might help fill out the deck’s 
card-drawing ability. 

For mass destruction, Armageddon 
looks like a good choice, working well 
with Zur’s Weirding, Land Tax, and even 
the Icy Manipulators. Nevinyrral’s Disk, 
on the other hand, might not be as good 
a choice because of all of our artifacts 
and enchantments. 

For mana advantage, creatures look 
like a poor choice, since so far the deck is 
creatureless, rendering your opponent's 
Swords to Plowshares and Terrors use- 
less. Fellwar Stone looks good, though, 
since it sticks around after Armageddon, 
and Winter Orb would work well with 
both the Icys and the Fellwar Stones. 


Roughing It 

Now we can develop the rough draft 

of the deck (see sidebar at right). During 
this process, I’ll weigh my assessments so 
far against my experience using these 
cards and playing with and against these 
types of decks. Usually it will take some 
juggling to come up with the right num- 
ber of each card to include in the deck— 
T often change this number three or 

four times! 


fs land Ho! 
z 7 Once we've 
chosen the 
base cards, we 
can add land. 
The deck has 
seventeen 
white spells and 
six blue spells; with 
that little blue, it makes 
more sense just to replace the 
cards requiring ¢ @ in the deck 
with cards costing only @ so we 
can skimp on islands. By substi- 
tuting Spellblast and Power Sink 
for Control Magic and Steal Arti- 
fact, we can improve the chances 
of drawing the correct mana. This 
will decrease our defense against crea- 
tures and artifacts in play, but the coun- 
tering ability may actually increase the 
deck’s flexibility. 

We need colored mana, so Strip 
Mines don’t seem to be a good choice. 
Besides, Armageddon should take care 
of any pesky lands an opponent plays. 
Mishra’s Factory also looks like a bad 
card, since it would provide the oppo- 
nent a creature to target. That leaves 
Ruins of Trokair, Svyelunite Temple, 
Adarkar Wastes, plains, and islands. 
Svyelunite Temple would be a good 
choice if we had cards requiring ¢ @, 
but the loss of speed isn’t worth it. Basic 


land for Land Tax seems like a better 
choice. In the end we add two Ruin of 
Trokairs, three Adarkar Wastes, three is- 
lands, and twelve plains. 

With this setup, we've got the same 
number of lands producing a given color 
of mana as we have spells of that color, 
so only rarely will we have trouble get- 
ting the right color of mana. However, 
this also indicates we might have too 
many artifacts (seventeen) in the deck. 
This could be bad if the opponent is 
playing cards that destroy multiple 
artifacts at once (such as Energy Flux), 
but there are few such cards to worry 
about in Type II. 


Play Time 

A lot of factors go into the creation ofa 
“proto”-tournament deck: a theme for 
the deck has to be established and re- 
fined, all the cards must support the 
deck’s central theme and secondary 
goals, and every card needs to be as- 
sessed individually for its contribution to 
the deck. What remains is the most fun 
part of deck construction: tuning the 
deck through playtesting and creating a 
sideboard. For this deck, I'll leave that 
pleasure to you... 


Zak Dolan won the first Magic World 
Championship and has been a contributor 
to The Duelist ever since. 
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Ritual of the Machine is just one example of 
the powerful new cards in Alliances™, 
the latest limited-edition expansion set for 
Magic: The Gathering® and Ice Age™ trading card games. 


Look for Alliances at your favorite game store today! 


™ Over 140 new cards to add to your decks * 12-card booster packs: $2.45 | Wizards| 
Visit our website at http://www.wizards.com + Wizards of the Coast® Customer Service (206) 624-0933 
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HERE IS TODAY a storm 
blowing through the 
Magic: The Gathering” 
tournament scene, and it is 
called Necropotence. 
While this Ice Age™ card 
has been of interest to 
most Magic players since 
its release, all but a few 
scratched their heads trying to fig- 
ure out how to harness the power of 
death. Ry now, though, it is safe to 
assume that everyone who has 
played in a Type II tournament has 
been a victim of a “Necrodeck” or 
victimized others with its immense 
power. Many have experimented 
with Necropotence and some have 
done so successfully—like Graham 
Tatomer, who won the Juniors divi- 
sion of the first professional tourna- 
ment with a Necrodeck. So what is 
behind the popularity and strength 
of the Necropotence deck? 

It doesn’t require a strategy article 
to show that Necropotence can 
nearly turn Drain Life into a 
Braingeyser. Building and playing a 
winning Necrodeck, however, is not 
simply a matter of throwing 
Necropotence and a bunch of other 
cards together. As with all decks, 
building a deck around this card is a 
process of careful card choices 
guided by a thoughtful design phi- 
losophy, a philosophy that incorpo- 
rates an understanding of the key 
cards in the deck and the strategies 
they engender. This article, there- 
fore, looks at the role of the 
Necropotence deck in Type IT by 
exploring not just the card combi- 
nations that define the Necrodeck 
but also the strategic principles on 
which this deck type is based. 


THE FAUSTIAN BARGAIN 

Let us begin with the reason people 
play with Necropotence: its power. 
The card reads: “Skip your draw 
phase. If you discard a card from 
your hand, remove that card from 
the game. 0:: Pay 1 life to set aside 
the top card of your library. At the 
beginning of your next discard 
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Thoughts 
on Using 
Necropotence 
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phase, put that card into your hand. 
Effects that prevent or redirect 
damage cannot be used to counter 
this loss of life.” 

Once in play, this enchantment 
grants the ability to draw a card 
without any expenditure of mana, 
limited only by the amount of life 
its controller has. Often it can sup- 
ply the controller with several cards 
per turn. (In contrast, Ancestral 


° 


Recall can only be used once and 
yields only three cards.) 

What are the costs of this power? 
The first cost of any card is the 
amount and color of mana required 
to put it in play. At @#@, Necrop- 
otence imposes a significant color 
burden. In Type II, playing Necrop- 
otence almost always means playing 
an all-black deck to ensure a consis- 
tent supply of black mana. Second, 
Necropotence forces its controller 
to skip his or her draw phase. The 
only way to get new cards into play 
is by paying life; in the worst case, if 
the controller only has one life left, 
he or she cannot afford to draw. 
Third, the cards obtained through 
Necropotence come into the hand 
at the beginning of the controller's 
discard phase, essentially giving the 
opponent another full turn to act. 

Necropotence, therefore, presents 
a Faustian bargain: the immediate 
rush of power in exchange for a 
steady decline towards utter help- 
lessness. Anyone desiring to make 
such a bargain must take these 
properties into account in deck 
building and in strategy. 


THE BEST OFFENSE... 

All successful decks must have an 
offense (some way to win) and a 
defense (some way not to lose). 
Almost all tournament decks win 
by reducing the opponent's life to 0, 
with a minority attempting to run 
the opponent out of cards. Defen- 
sive strategies also can be divided 
into two broad categories: disrup- 
tion and threat neutralization. Dis- 
ruption means preventing the 
opponent from playing his or her 
game unimpeded; no matter how 
good your offense may be, if your 
opponents can do everything they 
want to do, their strategy will ulti- 
mately overcome yours. Threat neu- 
tralization means dealing with 
offensive threats (cards that will kill 
you) or defensive threats (cards that 
will prevent you from killing your 
opponent). These threats usually 
come in three categories: creatures, 
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artifacts, and enchantments. Without 
the ability to deal with all three classes 
of threats, a deck simply cannot consis- 
tently win. 

In fact, most good tournament decks 
are built around defense; if you can neu- 
tralize all of your opponent's offensive 
threats, you win. On the other hand, if 
you cannot defend, you lose. That Scryb 
Sprites may only do 1 damage when it 
attacks, but it will kill you in twenty 
turns. The successful Necrodeck, there- 
fore, must have a solid defensive founda- 
tion that incorporates both disruption 
and threat-neutralization cards capable 
of taking care of creatures, artifacts, and 


many more cards without some way 
of gaining life. 

The Necrodecks that win, therefore, 
do not take the blind-offense approach. 
Instead, they're built with defense fore- 
most in mind, using early disruption and 
mid- to late-game threat neutralization. 

The two most effective disruption 
techniques for a mostly black deck are 
discard and land destruction. Hymn to 
Tourach is a staple because of its early 
hand-stripping power. The feared and 
hated Hypnotic Specter can be brought 
out by a first-round Dark Ritual; unless 
the opponent deals with it quickly, the 
Specter alone causes massive disruption. 


“WHILE A NECRODECK CAN 
AND DOES WIN QUITE OFTEN 
WITHOUT NECROPOTENCE ... 


enchantments. However, Necropotence 
requires playing black, and black is noto- 
tiously weak in threat neutralization. It 
has few real global anticreature measures 
like white’s Wrath of God; its anti-arti- 
fact measures (Warp Artifact, Haunting 
Wind, etc.) are extremely weak; and 
color hosers like Gloom are pretty much 
the only way it can handle enchant- 
ments. In addition, Necropotence itself 
makes it difficult to stay alive, leeching 
away its controller's life with every card 
drawn using its ability. 


«1S A GOOD DEFENSE 
ne way around these drawbacks is a 
fast offense that can overwhelm the 
opponent before the Necropotence 
begins to turn into a liability. This 
all-out speed-offense mindset is, in 
fact, the dominating philosophy behind 
most Necrodecks. Most Necrodeck play- 
ers rely on weenie hordes, direct damage, 
or some other form of extremely fast of- 
fense to empty their hand so they can re- 
fill it using Necropotence. The problem 
with this is that the Necrodeck’s offense 
can be stopped cold by a defensive global 
effect, at which point it quickly becomes 
too costly for the Necropotence player to 
recover by drawing additional cards. For 
example, CoP: Black can halt a black- 
weenie Necrodeck in its tracks, and the 
Necrodeck player simply cannot draw 
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With Sinkholes, Icequakes, and Strip 
Mines, black also has substantial land- 
destruction capabilities. When com- 
bined with a fast offense, discard and 
land destruction can swing the game so 
far in favor of the Necrodeck that the 
opponent may not be able to recover. 
For threat neutralization, a black deck 
must look to Nevinyrral’s Disk, which 
destroys creatures, artifacts, and en- 
chantments—the three classes of threats 
that all tournament decks must be able 
to handle. The impact of the Disk on 
this kind of deck cannot be overempha- 
sized. Because of the importance of the 
Disk, the usefulness of items like Icy 
Manipulator, Jalum Tome, and Circle of 
Protection in a Necrodeck is question- 
able: given that the Disk destroys all 
permanents besides land, it makes little 
sense to include such defensive or utility 
artifacts, enchantments, and creatures. 
In addition, a Necropotence deck’s 
offensive elements must be structured 
around its use of the Disk. The typical 
strategy of putting out three or four 
small creatures is not advisable since the 
Disk will destroy them all. The alterna- 
tives are to use regenerating creatures, 
easily replaced creatures, or no perma- 
nents at all. Since black lacks good of- 
fensive regenerators and has few good 
direct-damage spells, all-black Necro- 
decks (which make up the majority of 


Necrodecks) use dangerous creatures 
that can be easily replaced. Order of the 
Ebon Hand from Fallen Empires” and 
Knights of Stromgald from Ice Age fit 
this description perfectly; they have pro- 
tection from white, so they cannot be 
Plowshared or Spirit Linked, or blocked 
by the ubiquitous Serra Angel; they can 
be given first strike or pumped up for 
more damage-dealing power; and at a 
cheap ®®, those that are destroyed by 
the Disk can easily be replaced. A Type 
TI Necrodeck can have eight of these 
lethal creatures. Or, since Order of the 
Ebon Hand is easier prey for Serrated 
Arrows, you might choose to substitute a 
few Black Knights. 

Finally, sinee each point of life poten- 
tially equals an extra card, gaining and 
preserving life is extremely important. In 
combination with the Disk, permanent 
life-gainers are of questionable utility; 
while Ivory Tower and Zuran Orb pass 
the test because of their immense power, 
cards like El-Hajjaj, Spirit Link (which 
requires playing white), and Fountain of 
Youth are probably better replaced with 
Drain Life, which is unaffected by the 
Disk and additionally serves both a 
defensive (anticreature) and an offensive 
(direct-damage) purpose. 

These, then, are the usual elements of 
the Necrodeck: early disruption, fast- 
yet-powerful offense, mid- to late-game 
threat neutralization, and life gain that 
doesn’t rely on many permanents. But 
how do you play the deck effectively? 


PLAYING WITH DEATH 

he most important principle 

to remember when playing a 

Necrodeck is what L. A.’s Mark 

Chalice calls the “parity situation.” 

A parity situation is achieved when 
neither side has an advantage in terms of 
cards in hand and cards in play, and you 
are at an equal but not dangerously low 
point in life. You and your opponent 
have traded card for card—you put out a 
Specter, he Plowshares it; you cast a 
Hymn and he counters it; you get out a 
creature, he gets out a creature; and so 
on. It is at this point that casting 
Necropotence can be so powerful. By 
taking advantage of the initial rush of 
anywhere between three and seven cards 
that Necropotence offers, you can 


achieve instant card superiority. Even if 
Necropotence is countered, you are not 
at a disadvantage, since you traded 
Necropotence for a counterspell and you 
continue to draw normally. 

Being able to identify when you've 
reached this parity situation is the most 
important strategic element of the 
Necrodeck. Parity against a passive, 
blue/white deck is different from parity 
against an aggressive, red/green deck, 
and experience is the key to knowing 
when you've reached parity and when 
you haven't. 

The defenses on which a Necrodeck 
rely work to support this parity situation. 
The discard effects force the opponent to 
get cards into play or risk losing them to 
a Hymn. Land destruction also puts 
pressure on the opponent since there is 
no guarantee that he or she will have the 
mana needed to cast his or her important 
spells. Once your opponent has been 
pressured into casting the creatures, arti- 
facts, enchantments, or other destruction 
effects that are important to his or her 
strategy, you can use the Disk to wipe all 
of them from the board and start over, 
usually with a huge card advantage that 
Necropotence has given you. 

The parity principle can be illustrated 
by this not atypical example: The 
Necrodeck player has carefully traded 
card for card against her red/green 
opponent (one of the toughest foes of 
the Necrodeck). A Specter was just 
Bolted, land count is about even, an 
Erhnam Djinn has been Terrored, and 
so on. When both players are at about 
three cards in hand and the red/green 
player has been forced to put Zuran Orb, 
Llanowar Elves, and perhaps Stormbind 
and other important items into play, the 
Necrodeck player drops Necropotence 
and refills her hand to seven cards. Next 
turn, the red/green player draws one card 
and plays it—let’s say it’s an Erhnam 
Djinn. The Necrodeck player’s next 
move is to play an Order and the Disk, 
then refill her hand again. The red/green 
player uses Stormbind on the Order 
(going deeper into card disadvantage to 
do so) and attacks for substantial dam- 
age. The Necrodeck player uses the 
Disk, wiping the board clean, gets her 
draw back with a five- or six-card advan- 


tage, and the game resumes with the 
red/green player having few or perhaps 
no useful cards in hand while the 
Necrodeck player has many options. 
Once the game reaches this stage it is 
difficult, if not impossible, for the 
red/green player to come back. 

The mistake frequently made by less- 
experienced players of the Necrodeck is 
to use Necropotence to constantly re- 
plenish the supply of offense, going for 
offensive overkill rather than trying to 
achieve a parity position. The problem 
with this approach is that a single, de- 
fensive global effect by the opponent 
completely reverses the tide of the game. 
The most common example of this is 
when, having achieved card advantage, a 
Necrodeck player puts out three or four 
creatures in the midgame in an effort to 
kill the opponent in the next turn. Sud- 
denly, the opponent casts Pyroclasm or 
Wrath of God; the Necrodeck player has 
lost all of his offense and cannot draw 
normally. While the Necrodeck player is 
spending his quickly dwindling life in an 
effort to get the Disk or some way to re- 
store his advantage, his opponent is 
drawing without penalty—and killing 
the Necrodeck player with a single Sa- 
vannah Lions or Llanowar Elves. 

Now let’s suppose that the Necrodeck 


.-. IT CANNOT WIN WITH ANY 
DEGREE OF CONSISTENCY 
WITHOUT NEVINYRRAL’S DISK.” 


player puts a Disk in play as insurance 
and then goes for massive overkill. 
When the opponent puts out some de- 
fense, say CoP: Black or Whirling 
Dervish, the Necro player is faced with a 
no-win situation: If he uses the Disk, he 
loses his entire offensive force and any 
serious advantage he might have had, 
and goes back to drawing one card per 
turn. Alternatively, if he sets aside cards 
prior to triggering the Disk, he may lose 
a significant chunk of his remaining life. 
If, instead, the Necrodeck player had 
put out a Disk with the single Order, 
holding the other creatures in reserve, the 
opponent would have had to use the 
Wrath or Pyroclasm to kill one creature. 


The result is a one-for-one exchange, 
maintaining the advantage of the 
Necrodeck player. Or, in the second sce- 
nario, he can use the Disk, eliminating 
only one of his creatures, and then play 
the offensive threats in reserve without 
threatening his own card advantage. 


UFE AND LIBERTY 
at role does life gain have in a 
Necrodeck? Again, the parity 
principle is involved. The ideal 
parity situation is when both 
players are about equal in terms 
of cards in hand, cards in play, and 
amount of life. We've seen how a dis- 
card defense and careful play help 
achieve the first level of parity: cards in 
hand. We've also seen how Nevinyrral’s 
Disk, if properly used, can achieve the 
second level of parity: cards in play. 
Similarly, life-gainers support the third 
level of parity: life. Although parity of 
life is subordinate to the other two— 
winning with one life is still winning— 
it supports the use of the Necropotence 
to achieve and maintain the all-impor- 
tant cards-in-hand advantage over your 
opponent. Using Necropotence pretty 
much guarantees that when you gain 
advantage in cards in hand, you lose ad- 
vantage in life. Life-gainers are neces- 


sary not so much to gain advantage in 
life but to restore parity in life. 

It is important to view life gain in a 
Necrodeck in terms of restoring parity 
after card advantage is gained (and life 
advantage is lost). The deck-building 
and game-play strategies change if this is 
clearly understood. For example, instead 
of using a Drain Life early, reasoning 
that taking 3 life now equals three cards 
later, the Necrodeck player will wait until 
he or she has taken the three cards with 
Necropotence and then use Drain Life 
to pay for them. This way, whatever life 
parity existed before the Necropotence is 
restored, while card advantage should 
swing to the side of the Necro player. It’s 
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a subtle difference, but the change in 
game play is substantial. 


A NECRODECK 

WITHOUT NECROPOTENCE? 

The parity principle makes it clear that 
while a Necrodeck can win and does 
quite often without Necropotence, it 
cannot win with any degree of consis- 
tency without Nevinyrral’s Disk. The 
game play revolves around the Disk as 
much as it does around Necropotence. 
One telling sign is that an experienced 
player using a Jester’s Cap on the 
Necrodeck will leave Necropotence 
alone and go directly for the Disks. 

Tn fact, one of the most important 
decisions to make when playing a 
Necrodeck is when not to use Necropo- 
tence at all. This has become especially 
important now that just about every 
tournament player is aware of the 
Necrodeck and prepared for it in one 
way or another. So when do you decide 
not to use Necropotence? 

The first and most obvious instance is 
when youre up against a strong burn 
deck. It would be suicidal to drop a 
Necropotence and take yourself down to 
where a Lightning Bolt or a medium- 
sized Fireball could end your ability to 
draw more cards. If you must use the 
Necropotence against a deck with a 
heavy direct-damage element, use it ina 
parity situation to refill your hand and 
then Disk it away, preserving your ability 
to draw without spending life (which be- 
comes quite a concern against burn 
decks). The card advantage you acquire 
during that one turn, supplemented by 
the cards drawn normally, should be ade- 
quate to carry you to victory. 

The same analysis should apply to 
other fast-attack decks, whether white 
weenies with protection-from-blai 
creatures, or fast green decks packing 
Whirling Dervish. Unless you can deal 
with these creatures, it is inadvisable to 
use Necropotence at all; rely on your 
normal draw to pull you out. (Of course, 
if there is a Dervish on the board, you 
might have to use Necropotence to try to 
find a solution as quickly as possible.) 

The second instance in which not 
using Necropotence may be preferable 
often arises in sideboarding. For exam- 
ple, if you're playing against a green deck 

, 


42 JULY 1996 THE DUELIST 


that typically starts 
Whirling Dervishes, 
you might expect 
your opponent to be 
well aware of the 
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also wiped out, hoping to then 
play permanents of her own. 
In the majority of cases, it is 
best to wait to use the Disk 
until the end phase of your 
opponent's turn. Ifyou use the 
Disk then, you can draw nor- 
mally during your turn since 
Necropotence will then be 
gone (after setting aside a few 
cards before it disappears for 
an even greater card advan- 
tage), and your opponent can- 
not then play the Autumn 
Willow she’s been holding. 
Alternatively, you can wait 
until your upkeep to use the 
Disk to take advantage of 
Ivory Tower and other life- 
gaining effects. 
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The strategy of the Necrodeck, 
then, revolves around the par- 
ity position. The early part of 
the game is spent trying to 
reach parity in cards in hand, 
while the middle part of the 
game is spent trying to reach 
parity in cards in play. The de- 
veloped late game, if the oppo- 
nent manages to survive that 
long, then involves maintain- 
ing the advantage and restor- 
ing parity in life as much as 
possible. 

The Necropotence deck is 


tures like Sengir Vampires, or perhaps 
Racks to punish your opponent for using 
the direct damage). 

Taking your own Necropotence out 
with Nevinyrral’s Disk, a move to which 
Thave referred a few times, is also 
fraught with decisions about when and 
how to do so. The most obvious oppor- 
tunity arises when you are getting too 
low on life to continue using Necropo- 
tence to obtain cards. But in a situation 
where you have achieved a massive card 
advantage and your opponent is rela- 
tively helpless, you may also want to 
Disk your own Necropotence away so 
you can draw normally. Timing becomes 
important here as you play strategic 
mind-games with your opponent. She 
may try to lure you into using the Disk 
so that your permanent-based offense is 


one of the most effective and consistent 
decks in Type II play today, and yet few 
players can win consistently with it be- 
cause they do not fully understand the 
principles that drive it. By understanding 
the key strategic principle of parity and 
by carefully managing the resources of 
cards in hand, cards in play, and amount 
of life, the Necrodeck player can pose a 
grave threat to any opponent. And, for 
those who run up against a Necrodeck in 
their next tournament, remember that 
understanding the Necrodeck is the first 


_ step toward beating it. 


Robert Hakn, a second-year law student 
at NYU, is puzzled by the success of 
“Schools of Magic” and his other Magic 
strategy articles on the Internet. This is 
Rob’: first article for The Duelist. 
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You enjoy 
playing Magic 
and attend regular 
tournaments to play 
against some of the best 
competitors in the area. 
Unfortunately, 
the same pattern seems 
to emerge time and time 
again: you start off 

well and win a couple 

of rounds, but in the 
third or fourth round you 
hit a wall and endup 
having to play against 
one of the best players, 
who always beats you. 
What is it 

they have that 
you don’t? 

You know you are 
capable of winning a 
major tournament, but. 
for some reason, you 
just can’t make that 
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Making 


the 


tretch 


Limbering Up 
f you wish to do well in tournament 
Magic: The Gathering’ play, you 
can't just slide along hoping you'll 
get better; you have to make a con- 
scious effort to improve. Some play- 
ers already have the mindset and the 
skills to win in a tournament setting, 
and others don’t. But anyone can de- 
velop them by scrutinizing the psychology 
of tournament play. If you can develop a 
tournament mindset while you're con- 
structing your deck and continue with 
that mindset as you play, you can drasti- 
cally improve your game and gain that 
winning edge. 


Thinking a Winning Deck 
When you think about constructing a 
tournament deck, you need to think about 
what makes up a tight deck, and the num- 
ber-one concern in tight deck construe- 
tion should be adequate sources of mana. 
Any game in which you die from lack of 
mana is a game you gave away to your 
opponent. I recommend a deck that’s 

at least forty percent mana- 

producing cards— 
most of my 
tournament 


decks have around forty-five to fifty per- 
cent, including cards like Land Tax. 

Of course, mana isn’t the only concern 
for tight deck construction; every card in 
your deck should be optimally useful. 
Only the most efficient, most effective 
cards available to you should ever appear 
in any tournament deck. Ernham Djinn 
costs one less mana than Durkwood 
Boars, for example, and has a greater 
toughness with only a minimal drawback. 
Also keep in mind that it’s not necessary 
for the deck you are playing to win in a 
spectacular fashion; it just needs to win 
consistently. I admit that sometimes it’s 
satisfying to render your opponent totally 
powerless, but many of the ways of doing 
this are inherently combination-oriented, 
and in order to make them work, you have 
to waste valuable space in your deck for 
cards that let you win more thoroughly 
when you are already winning. Zur’s 
Weirding is a perfect example of this type 
of card. If you are already winning and 
you play it, you win. If you're losing and 
holding it in your hand, you desperately 
want it to be something else. The bottom 

line is that you should use cards that 
get you to that winning situation, 
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not those that allow you to humiliate 
your opponent when you are already 
winning. Examine every card in your 
deck and ask yourself, “Does this help 
me get to that winning situation?” If not, 
find another card. 

After you've chosen what you perceive 
to be adequate mana sources and optimal 
cards, you need to practice and to metic- 
ulously refine your deck. In prepa- 
ration for the first professional 
tournament, my friends and 1 
spent many hours building and 
refining a deck that five of us 
used, and all of us managed to 
qualify for the next professional 
tournament. You should also 
know what the most prevalent 
deck types are in the area. If 
your deck has trouble with a 
popular deck type, change 
your deck or sideboard to cor- 
rect the problem. 


Being a Sport 

The strongest lesson I have ever 
learned about the competitive 
tournament mindset came from 
playing against Mark Justice in 
the 1995 Southwest Regionals. Scouting 
was allowed then, and sideboarding 
before the first game was considered 
okay. Justice had properly scouted my 
deck ahead of time, and he told me 

what colors he was playing. I asked him 
not to sideboard before the first game 

(a practice I followed), and he politely 
said he was going to pre-sideboard, 
regardless of my request. As a result of 
this huge advantage, he beat the tar out 
of me that first game. In retrospect, I 
think he was right to do exactly what he 
did; after all, he played everything within 
the rules. I’ve also determined that play- 
ers are generally willing to give out 
information about their decks. I’ve 
learned, however, to never give out 
information about my deck just because 
someone asks. Granted, there’s nothing 
in the rules that says players can’t ask 
their opponents about their decks, but 
youre not being a bad sport if you don't 
answer them. 

Sometimes there’s a fine line between 
being a good sport and playing wisely. 
Your opponent may make an action and 
then ask to take it back, for example. If 


you think it’s important, hold him or her 
to it. You should always be a good sport to 
your opponent, but that shouldn't prevent 
you from using the rules to your advan- 
tage. This is a competitive endeavor, and 
sometimes a single mistake makes all of 
the difference in the world. 

And speaking of mistakes, never re- 
mind your opponent that he or she forgot 
to do something in a tournament, Re- 
cently, I nearly lost a tournament after 
making it to the quarterfinals. My oppo- 
nent forgot to Land Tax once and forgot 

to attack with his Serra Angel twice. I 

beat him, but if I had reminded 
him to Land Tax (and thus 
gain more life from Ivory 

Tower), he would have been 

victorious. Likewise, if I had 

reminded him to attack with 
his Serra, he would have won. 


Playing to Win 

It’s easy to get flustered in a 
tournament, especially if you're 
losing, but it’s important to 
never give up. In the final 
match of the first professional 

- tournament in New York City, 
Michael Loconto was in serious trouble 
from a Whirling Dervish that Bertrand 
Lestrée was attacking him with. The 
Dervish had grown to 4/4 and was 
going to continue to grow when Lo- 
conto drew Serrated Arrows—not the 
most useful card in this situation. How- 
ever, being a good player, Loconto used 
the Arrows to stunt the growth of the 
Dervish, keeping it at 3/3 for a couple 
of extra rounds. Lestrée played Ar- 
mageddon and continued hitting Lo- 
conto with the Dervish. When he was 
at 4 life, Loconto drew the one card in 
his deck that could save him: Swords to 
Plowshares. Loconto went on to win 
the game, but if he had given up men- 
tally and waited even one round to put 
out Serrated Arrows, he would have lost 
the match. 

Just as it’s good to not show you're 
flustered, you should also never “give 
tells” (a poker term that means to give 
away whether or not you're bluffing). In 
Magic, a “tell” refers to any sign a player 
gives that could help an opponent. For 
example, if you tap out of blue mana 
even once, you've told your opponent 


that you're not holding any counter- 
spells. Likewise, if at the beginning of a 
match you are low on mana and you let 
your opponent know this, he or she will 
also know that it’s a good time to use 
Strip Mines. Remember that any infor- 
mation you volunteer to your opponent 
that you don’t have to volunteer will 
simply help him or her to beat you. 

No matter how much it looks like 
you have your opponent beat, if she’s 
good, she’ll always have a trick up her 
sleeve. Global, environmentally altering 
cards, such as Wrath of God and Ar- 
mageddon, are especially important to 
keep tabs on. Once you determine 
which global cards your opponent has, 
ask yourself what the most optimum 
use would be for those particular 
cards—as if you were the one using 
them. Once you've figured that out, you 
can determine how best to get around 
the effects. For example, if you know 
your opponent is likely to have Wrath 
of God in his deck and you are killing 
him with the one creature you have in 
play, don’t bring out a second one. Simi- 
larly, if your opponent might be playing 
with Armageddon, don't put down 
more land than you need. I was recently 
playing against someone who used Ar- 
mageddon, and I was careful not to put 
more land down than was necessary to 
cast my spells. When he finally cast Ar- 
mageddon, I had been carefully stock- 
ing away land, so I was able to recover 
more quickly than he. 


Growing Legs 

Remember that the skills that win tour- 
naments don't just come naturally; you 
have to work at them. Even the best 
Magic players are constantly trying to 
improve. It’s true that at times we're sim- 
ply looking for a good, fun match, where 
such tactics as these may not be as im- 
portant and may even be frowned upon. 
But at other times, you're looking to win 
a tournament, and in those cases, you 
need to make that all-important mental 
jump from merely adequate play to 
downright spectacular play. & 


Mark Chalice recently won the $3,500 
Corona Semipro Tournament in Los 
Angeles and is the current top-ranked 
Type II player in the DCI. 
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EXPERT 
ADVICE 


Tuning a well-loved deck is 
one the greatest joys and 
challenges of Magic™. Over 
time, playing and modifying 
a deck can greatly improve 
its performance, but some- 
times a little advice is nec- 
essary to turn a good deck 
into a great one. 

In the “Deck Clinic,” two 
Magic experts, Henry Stern 
(second-place finisher at 
the ’95 U.S. Nationals) and 
Charlie Catino (developer of 
Alliances™ and co-designer 
of Mirage”, the next Magic 
stand-alone), take apart a 
deck and offer suggestions 
on how to improve it. If 
you’d like to see your deck 
tuned in the next install- 
ment of “Deck Clinic,” send 
a list of the deck’s contents 
and a description of the 
deck to: Deck Clinic, 
clo The Duelist, P.O. Box 
707, Renton, WA 98057, 
or email us at 
duelist @wizards.com. 
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n its original form, “Fast Strike” suffered 
from three major problems: too many 
cards (seventy-one, eleven more than the 
DCI minimum), too much reliance on 
creature enchantments, and no way of 
drawing extra cards later in the game (poten- 
tially causing a stall). Even with those prob- 
lems, there were several strong aspects to the 
design. I liked most of the creatures selected 
and the use of many direct-damage spells. 

In reconstructing this deck, I attempted to 
address its shortcomings while maintaining 
the theme of a fast, all-first-strike deck. 
When deciding which cards to include, I de- 
cided to use only cards legal in Type 1.5 since 
the deck didn't use any Type I cards but did 
use several cards that are out of print. 

Going Over Sixty. In any deck, some cards 
are more important than others. This is espe- 
cially true if the deck uses any restricted cards 
or relies upon a critical combination. Every 
card above sixty makes it that much less likely 
that your next draw will be the card you need. 
The only disadvantage to playing with exactly 
sixty is that you could run out of cards before 
your opponent. If the game lasts that long with 
a deck this fast, though, you've already lost. 

Inefficiency and Creature Enchantments. 
In Sealed-Deck, creature enchantments can be 
very strong. For a constructed deck, however, 
you can count the number of useful creature 
enchantments on one hand. 

Creature enchantments inherently tend to 
put you at a card disadvantage. When you cast 
Holy Strength on a Tundra Wolf, you've in- 
vested two cards to do 2 points of first-strike 
damage. If your opponent takes out the Wolf 
with a Bolt, you've lost two cards for one. 
Creatures are the most efficient damage 


by Charlie Catino 
and Henry Stern 


dealers, but every deck has ways of dealing 
with them, and creature enchantments only 
work if you have a creature in play. If your 
opponent can efficiently destroy your creatures 
or you just have a bad opening draw, those en- 
chantments can start to pile up in your hand. 
Instead of using fourteen cumbersome crea- 
ture enchantments, I’ve put in five cards that 
produce global effects, four Crusades and one 
Jihad. These have the advantage of affecting 
all of your creatures, not just one, and if a crea- 
ture dies, the Crusades remain in play, waiting 
for your next creature. Because these enchant- 
ments only affect white creatures, I dropped 
the four non-white creatures from the deck. 

Stalling and Resetting. Like last issue's 
deck, “Fast Strike” is vulnerable to stalling 
after the first few turns, leaving you drawing 
lands when you really want spells. To remedy 
this, the deck now has two Jalum Tomes. “The 
Magazine” (as the Jalum is affectionately 
known, Jayemdae Tome being “The Book”), 
can help you speed through your library once 
you have enough land in play. Since the deck 
can operate effectively on just two mana, don’t 
put out much more land than you need. Use 
Jalum Tome to discard extra land drawn later. 

Also like last issue’s deck, this was an at- 
tacking deck with no “reset button.” This deck 
has almost no artifacts, so Jokulhaups is again 
the correct card. And since Jokulhaups de- 
stroys everything except enchantments, all of 
your Crusades will remain in play. (There’s 
nothing like destroying all of your opponents 
lands, creatures, and artifacts and casting a 3/3 
Tundra Wolf on the same turn.) 

Too Many CoPs in the Sideboard. Circles 
of Protection should only be used if your deck 
has no way of dealing with damage from a 
color. Only three CoPs are normally used: red 
for direct damage, black for protected crea- 
tures and Drain Life, and green for Hurricane. 
Since the only way white and blue can damage 
you is with creatures (and “Fast Strike” should 
win the creature battles), you don’t need CoPs 
for these two colors. Instead, use the sideboard 
to shore up other potential weaknesses of the 
deck. Disenchant and Dust to Dust are for 
enchantment- and artifact-heavy decks using 
cards like Icy Manipulator, Moat, or Abyss; 
the extra plains will help against land- 
destruction decks; and Angelic Voices is 
tor other white creature decks. 
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CHARLIE CATINO 
he key strength of “Fast Strike” is that 
when you attack, your opponent will 
often not be able to block without los- 
ing creatures. The deck can also deal 
damage using creatures and spells in 
different colors, making it hard to protect 
against. Another strength of the deck is that it 
uses cheap creatures and spells, so you don’t 
need a lot of mana producers. 

One of the deck’s weaknesses is that most of 
the creatures are easy to kill, but the deck’s 
biggest weakness by far is that it puts all your 
eggs in one basket. You spend mana and mul- 
tiple cards to put together a Holy Strengthed, 
Divinely Transformed Pikemen, and then if 
your opponent Terrors it, you've lost three 
cards and lots of mana, and it will be a while 
before you can create a threat like that again. 

Two Divine Transformations, two Blood 
Lusts, and four copies each of Holy Strength, 
Giant Strength, and Firebreathing were taken 
out to minimize the chances of giving up two 
or three cards for one. The vulnerability of 
creatures isn’t the only problem, though; if you 
really need a creature to keep your opponent 
from attacking, the last thing you want to 
draw is a Holy Strength. If you have many 
more creatures than creature enhancers, this 
situation won't come up very often. 

In trying to make the deck Type II-legal, I 
also took out Thunder Spirit, which would 
otherwise go well in the deck. I then took out 
the Tundra Wolves, because there are better 
cheap, white creatures still in the deck’s theme. 
The Witch Hunters were dropped because 
they were only marginally useful, too mana- 
dependent, and off-theme. The Sabertooth 
Tigers were removed in favor of cheap white 
creatures like Orders, which are as good as or 
better than the Tigers and can be used with 
Crusade. The only other red creatures in the 
deck, Chandler and Joven, were too expensive, 
required a lot of red for their special abilities, 
and were unreliable for dealing with artifact 
threats. Finally, I removed two Incinerates to 
diversify the deck’s direct damage. 

After removing all of these cards, I began 
filling the deck back out. For a deck like this 
to flow well, I try to have a balance of some 
one-mana creatures, a few more for two mana, 
and some for three mana. I put in four Icatian 
Infantry, which, unlike Tundra Wolves, can 


band and you rarely need to activate their first- 
strike ability. I added one Kjeldoran Skyknight 
for a good three-mana creature, and I also 
added Pikemen for more creatures and more 
banding. To fill out the deck’s creatures further, 
J added four Order of the White Shields, 
which are both cheap and good. 

Since 1 took out almost all of the deck’s 
creature enhancers, I needed to beef up the 
creatures without re-creating the “all your eggs 
in one basket” problem. To do that, I added 
Orcish Oriflamme, Zelyon Sword, and three 
Crusades. (I chose the Orcish Oriflamme over 
a fourth Crusade in case you run up against 
another white creature deck.) I also added 
Shield Wall as protection from Pyroclasm, 
Dry Spell, and 1-point Earthquakes. To diver- 
sify the deck’s direct damage, I added two Dis- 
integrates; given that we're playing with plenty 
of mana, the X spells are better than Inciner- 
ate late in the game, and they can take out big 
creatures. ] also added Divine Offering be- 
cause of all the good artifacts in Type II, and I 
put in two Swords to Plowshares for cheap, 
instant creature removal. 

The deck’s last major weakness is the side- 
board, which doesn’t fit in at all with the deck 
concept. Circles of Protection are very good 
cards, but they fit better in decks that need 
time to set up (which Circles give them). Ina 
quick, aggressive deck, Circles just use up slots 
that would otherwise help you finish people 
off. Instead of being protective, you should use 
your sideboard as an aid to playing well 
against a wide variety of decks. In my side- 
board, Land Tax is insurance against land- 
destruction, and I included Blood Moon to 
hose decks with lots of pain lands. Conversion 
is to stop Anarchy (and when your hand gets 
full of red spells, you can just not pay the up- 
keep on Conversion and cast them). Serrated 
Arrows is for creatures with protection from 
white or red, and Icy Manipulator is just a 
solid card no matter what youre facing, to 
break up combos, shut down creatures, etc. 
The three REB were added because I think 
white/blue, creatureless Millstone decks might 
give this deck trouble, and the Karma is in for 
all-black decks. Shield Wall, Disenchant, and 
Divine Offering bolster the deck against the 
appropriate, troublesome deck types, and, fi- 
nally, Armageddon was added to deprive really 
slow, lock decks of all their mana. #* 
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Plateau 
Dwarven Ruins 
Mountain 

City of Brass 
Kjeldoran 
Outpost 

1 Ruins of Trokair 
10 Plains 
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2° jalum Tome 


4 Thunder Spirit 

1 Kjeidoran 
Skyknight 
White Knight 
Order of Leitbur 
Tundra Wolves 
Pikemen 
Disenchant 
Crusade 

Jihad 
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3 Blood Lust 
2 incinerate 
4 Lightning Bott 
1 Jokulhaups 


SIDEBOARD 
| Plains 
2 Disenchant 

i Dust to Dust 
2 Angelic Yoices 
2 Pyroblast 

3 CoP: Red 

2 CoP: Black 

2 CoP: Green 
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CHARLIE’S DECK 


13 Plains 
9 Mountain 


| Zelyon Sword 


lcatian Infantry 

Pikemen 

White Knight 

Order of the 

White Shield 

3 Kjeldoran 
Skyknight 

2 Disenchant 

| Divine Offering 

2 Swords to 
Plowshares 

3 Crusade 

I Shield Wall 

| Balance 
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In keeping with the 
Alliances” theme of 
this issue, each pick 
includes at least one 
card from the new 
expansion. And after 
you’ve had a taste of 
Alliances, stay tuned 
for “WotC Tricks,” a 
spin-off of issue #10’s 
“Tricks of the Trade.” 
Since many of these 
maneuvers are gener- 
ally widely applicable, 
you may be able to 
think of ways to apply 
them to your new 
Alliances cards. 


compiled by Melody Alder, 
with contributions from Zak 
Dolan, Mischa Donders, Mike 
Elliott, Forbes Manson, Joel 
Mick, and Mark Rosewater 


This is a variation on the old 
Stasis-Time Elemental 
combo. Kismet, of course, 
makes all your opponent’s 
creatures, lands, and artifacts 
come into play tapped, and 
with Stasis in play, your 
opponent won't get an untap 
phase. Storm Cauldron is an 
artifact that lets each player 
put an additional land in play, 
but whenever a land is tapped 
for mana, that land is 
returned to the owner's hand. 
Rather than using Time Ele- 
mental to return Stasis to 
your hand, use Storm Caul- 
dron to return an island to 
your hand and replay it every 
turn so you can pay for Stasis 
upkeep forever. 


With a casting cost of only @, 
Soldier of Fortune has a won- 
derful special ability. You can 
tap this 1/1 creature and pay 
one red mana to have a target 
player shuffle his or her 
library. This can be especially 
helpful if you’re using a Syl- 
van Library, Orcish Spy, or 
Field of Dreams to see what's 
coming next in your library. If 
you know your next three 
cards are going to be land and 
you already have plenty of 


mana, use Soldier of Fortune 
to shuffle your library so you 
have a chance of drawing 
something more useful. Or, if 
you know your opponent’s 
next draw is going to be the 
Fireball that would kill you, 
make him or her reshuffle. 


Usually, a 3/4 creature will 
have a casting cost of at least 
three or four mana, but 
Varchild’s War-Riders costs 
only ‘1 @, and it gets trample 
and rampage too. The draw- 
back is its cumulative upkeep: 
the controller has to put a 1/1 
Survivor token into play 
under an opponent's control. 
Such an upkeep can add up 
pretty quickly, but that’s what 
Pyroclasm or Earthquake is 
for. If your opponent isn’t 
coughing up the Survivors to 
your attacking War-Riders, 
you can always clear the path 
by dealing 2 damage to all 
creatures with Pyroclasm or 
by dealing X damage via 
Earthquake. 


With Royal Decree, you can 
do some extensive damage to 
your opponent. This white 
enchantment deals 1 damage 
to the controller of any 
mountain, swamp, red per- 
manent, or black permanent 
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whenever any of these cards 
becomes tapped. The trick, 
then, is to not let your oppo- 
nent decide when to tap—do 
the tapping for him or her. 
You can do this with the new 
card Floodwater Dam. By 
tapping the Dam and paying 
1) XX, you can tap X target 
lands. You can also avoid pay- 
ing so much mana and just 
use good old Icy Manipula- 
tor; it won't tap as many 
lands, but since Royal Decree 
has a cumulative upkeep of 
#, you'll be able to pay for it 
a lot more easily. 


When Lim-Dal’s Paladin 
attacks and is not blocked, it 
deals no damage to the 
defending player that turn, 
and instead that player loses 4 
life. So why wouldn't your 
opponent want to block it? 
Well, if any creatures are 
assigned to block it, the Pal- 
adin gets +6/+3 until end of 
turn. When added to its 0/3 
trample ability, that makes it 
a 6/6 trampler. And if that 
isn’t enough to deter your 
opponent from blocking, take 
advantage of the Paladin’s 
normally low power and use 
Dwarven Warriors or 
Tawnos’s Wand to make it 
unblockable until end of turn. 
What's more, when Lim- 
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Dil’s Paladin causes a player 
to lose 4 life because it wasn't 


blocked, that damage cannot 
be prevented or redirected, so 
your opponent will be taking 
an unstoppable 4 damage 
every time you use this 
combination. 


Spiny Starfish and 

Unstable Mutation 

You can create lots of quick 
blockers by slowly killing 
your own Spiny Starfish. The 
Starfish regenerates with one 
blue mana, and at the end of 
any turn in which Spiny 
Starfish regenerated, you put 
a 0/1 Starfish token into play, 
one token for each time the 
Starfish regenerated that 
turn. Chances are, your 
opponent isn’t going to 
Lightning Bolt your Starfish 
so that you can generate 
tokens. Instead, put Unstable 
Mutation on the Starfish, use 
it to its best advantage while 
its power and toughness are 
inflated, and then during the 
turn in which its toughness 
becomes 0, repeatedly regen- 
erate it until you have no 
more mana to regenerate it 
with, creating lots of tokens. 


False Demise and Terror 
This blue enchant creature 
card returns a creature to play 
under your control as though 
it were just cast. Your first 
inclination may be to put it 
on a creature of your own in 
order to give it some sort of 
regeneration. The better 
strategy, though, is to put it 
on your opponent's creature 
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and then kill that creature 
using Terror or some other 
fast, effective means. The 
formerly defunct creature 
now comes into play under 
your control and can't be dis- 
enchanted like a Control 
Magic can. 


pee 
WORKING THE FACTORY- # ” 


Normally, Pestilence is buried if there are no ~ 

~ creatures in play at the end of any:turn. 

Here's how to keep it in play and still wipe 
out all the creatures: First, activate Pesti- 
— lence enough to kill everything. Then,” " 
since “until end of turn” effects’ expire after “at My 
end of.turn” effects, just tap ofte mana and turn your . 


Soldevi Sage and Land Tax 
With Land Tax, if your 


opponent controls more land Y 
Haniyouyoumayecarch Mishra’s Factory into a rn creature tuniil end of turn. 

your library and put up to Your Pestilence stays and will be : waiting ty 

three basic lands in your for new fodder. 7 

hand. Combine that with 2 : 

Soldevi Sage, a 1/1 blue crea- _WAUKC BIS WAY. F 
ture, and you can gain a card ~Erhnam Djinn is a cheap 4/5 crea- Awe * 
advantage. If you tap Soldevi ture, but during its upkeep you aby 
Sage and sacrifice two of have to give forestwalk to an 


those extra lands you have, 
you can draw three cards 
(and keep two of the three). 


opponent's non-wall creature until 
your next upkeep. Give forestwalk to a crea-— 
ture that would normally be killed in combat with 
your Djinn. When the creature attacks with forestwalk, 
sacrifice your forest to Zuran Orb or another appropri- 
ate card and then block the creature with your Djinn. 
Keep in mind that this will only work if the forest you 
sacrifice is the only forest you have in play. 


NOW IS THE TIME 

“Some players will disenchant cards like Bad Moon or 
Cru: rustle at the first opportunity, but biding your time 
can work,to your advantage. Wait until attacking and 
blocking have been declared and then disenchant the 
enchantment that’s making your opponent’s creatures 
tougher. Since your opponent won’t know it’s com- 


Misinformation, an instant ing—but you will—the battle will most likely turn in 
with a casting cost of just your favor. 


, you can grind your a % 
opponent to a full, if only THE WHITES OF THEIR EYES sg 
temporary, halt. Misinfor- If your opponent has some effects that are typically 
mation lets you put up to used right before the attack (like those of the ever- 
pectin ia ane popular Icy Manipulator, for example), go ahead and. 
ie 5e ithe cai P announce your attack. He or she is likely to react (by 
order. So choose the high- tapping a creature with Icy), thereby effectively cancel- ow 
est-casting-cost creatures ing your announcement to attack. Then there are lots _ $x 
or artifacts that you just of ways to surprise your opponent: cast creatures that — 
destroyed with Jokulhaups can attack the turn they come into play, or play 2 
to put on top of his or her nonfast-effects anti-creature spells. While , 
library. With no mana avail- ‘ § = 
able, your opponent will younopyopent Se = ae 
have to wait several turns prise, announce your attack again and 

go for it. It’s not illegal just because 

you haven't seen it done before. 


Misinformation and 


Jokulhaups 

Jokulhaups by itself will 
definitely slow your oppo- 
nent down, but after casting 


before he or she is able to 
do anything. e 


oS 


Oc 
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Duelists’ Convocation International 
will sanction over 3,000 tournaments 
around the world this year— 
shouldn't yours be one of them? 


Discover what retailers across the country already know: DCI. now sanctions Magic: The 
Gathering® tournaments.in retail stores! Retailers holding sanctioned tournaments report 
increased store traffic and customer loyalty-because only DCI tournaments count toward 
official. DCI ratings, enabling top-ranked DCI members to qualify. for professional and 
championship tournaments. DCl-sanctioned tournaments receive official rules booklets, prize 
support, promotional aids, telephone and on line assistance, plus new easy-to-use tournament 
report forms—absolutely free! 


Sanctioning information may be obtained directly from.the 
Duelists' Convocation International... Telephone: 206-204-8032; fax: 206-204-5936; Internet address: 
dci@wizards .com ; Website: http://www.wizards.com/dci/welcome.html. 
Magic: The Gathering is o registered trademark of Wizards, of the Coust, Inc. 


(Macic: The GaTierine Peo Tour and Dueusts’ CowvocATiON WTERNATIONAL ate trademarks"of Wizards of the Coast, Inc. 
Illustration by Douglas Shuler. ©1996 Wizards of the Coast, Ine. All rights reserved: 
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EXPERI 
ADVICE 


ELDER DRAGON 
LEGEND WARS 


by Jesus M. Lopez 


icol Bolas, Chromium, 
Ness Sabboth— 

legendary creatures of 
immense power and stature. 
They look great in your binder 
and are probably rarely, if ever, 
used. Well, take them out, dust 
them off, and gather up three 
or four of your friends. It’s 
time to let the Elder Dragons 
battle it out. 

Tournament Magic, while 
exciting, is so cutthroat that 
the visual aspect of seeing 
beautiful cards in play is di- 
minished. In “Elder Dragon 
Legend Wars,” armies have 
time to assemble, and power- 
ful creatures abound. The 
basic rules for this variant are 
designed to create a balanced 
environment while allowing 
individual creativity and 
strategy. 

= Three or more players are 
recommended. 
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New Ways (and Some Old Ways) to 


@ Players choose (or select 
at random) an Elder Dragon 
Legend as their army's leader. 
This Dragon must be sup- 
ported by creatures and spells 
corresponding to each of the 
Dragon's (three) specific cast- 
ing colors. 

™ Players include eight 
basic lands for each of those 
colors in their decks. 

™ Decks must have twenty 
to twenty-four creatures and 
may have no more than one 
of the same creature. All crea- 
tures should be 3/3 or better 
unless they have a special 
ability (i.e., regeneration, 
mountainwalk, etc.). 

@ To help ensure balance, 
the total power and tough- 
ness of each player's creatures 
should not exceed a number 
predetermined by the players. 

™ Players designate and an- 
nounce three of their crea- 
tures as “Warlords” and two 
creatures as “Captains.” Ifan 
opponent destroys a Captain, 
the Captain’s controller takes 
2 damage, and the destroyer 
gains 2 life. Ifa Warlord is 
destroyed, the controller takes 
3 damage while the destroyer 
gains 3 life. And for an Elder 
Dragon Legend, the con- 
troller takes 4 damage, and 
the destroyer gains 4 life. 

= No more than one of 
each spell may be included in 
a deck. 

@ Decide beforehand 
which cards are banned. 
Some cards that tend to be 
unbalancing because they 
have such global effects in- 
clude Balance, Wrath of God, 
Anarchy, and Gloom. 

@ Players begin play with 
one of each land type already 
in play. 


™ Players start with 25 life. 
@ Players have a sixty-card- 
minimum deck, in addition 
to the lands already in play. 


We've played free-for-all, 
attack-left, and “temporary 
teams,” where as soon as one 
team lost, the temporary al- 
liance would dissolve and the 
remaining two players would 
battle it out. But since the in- 
tent of “Elder Dragon Leg- 
ends Wars” is to increase 
playing pleasure, feel free to 
introduce your own rules and 
requirements. 


MAGIC: THE ETERNAL 
STRUGGLE 


by Vince Favilla 


‘his variant on Magic, 
Te: The Eternal 

Struggle,” incorporates 
some of the rules from Vam- 
pire: The Eternal Struggle”. 
Avid Magic players who have 
always wanted to learn Vam- 
pire may find this variant to 
be not only enjoyable but 
helpful as well. The Vampire 
rules add more strategy and 
decision-making elements to 
the game, effectively making 
it less a game of chance and 
more a game of skill. 

® Players start with 50 life. 

@ There is no draw phase; 
players draw a card immedi- 
ately after they play a land or 
cast a spell. 

@ When players cast crea- 
tures, they pay the casting 
cost along with X life, where 
X is the creature’s toughness 
rather than the toughness on 
the card; thus, you determine 
the toughness of each of your 
creatures. Effects that prevent 
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or redirect damage cannot be 
used to counter this loss of life. 

® Damage dealt to crea- 
tures is permanent. Use blood 
counters to indicate a crea- 
ture’s toughness; a blood 
counter is effectively a +0/+1 
counter. 

® As an interrupt, a player 
may pay 1 life to put a blood 
counter on a creature. Effects 
that prevent or redirect dam- 
age cannot be used to counter 
this loss of life. 

= When a player success- 
fully deals damage to another 
player, the player who dealt 
the damage gains control of 
the “Edge.” The player with 
the Edge gains 1 life during 
his or her upkeep. 

@ When a spell or effect 
forces a player to discard, he 
or she immediately draws a 
card to replace each discarded 
card. Players do not draw 
when they have seven or 
more cards. 

™ Cards that allow players 
to raise the number of cards 
in their hands (like Blinking 
Spirit, Jayemdae Tome, and 
cantrips) are banned, as are 
Library of Leng, Black Vise, 
Stormbind, and Underworld 
Dreams. ® 
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originally intended 

this installment of 

“Murk Dwellers” to ex- 

plore areas of the rules 

uncovered by cards in 
Alliances™. Unfortunately (or 
fortunately), the only major 
rules themes turned up 
anew by Alliances were al- 
ready dealt with adequately 
by the “Murk Dwellers” tim- 
ing chart in Duelist #9. And 
since | trust the rats to 
guide you safely, it seemed 
pointless to travel down 
that path again. 

Instead, this article takes 

a look at “templating,” a 
name we've given to the 
process of deciding how 
cards should be worded. I’ll 
explain the theories behind 
templating and show how 
these theories were applied 
to some of the cards in 
Alliances. Since every Magic 
card in print is affected by 
templating, understanding 
the process can go along 
way toward your under- 
standing of specific cards 
and of card interactions in 
general. 
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CLARITY, CONCISION, CONSISTENCY 


In choosing a template for a card we strive 
for three things: to make it clear what the 
card does; to explain that function con- 
cisely; and, when templating a series of 
cards, to make the templates consistent 
among cards with similar functions. Un- 
fortunately, all of these principles have 
been violated in the past in one way or an- 
other. In the original editions of the game, 
for example, the words “destroy” and “dis- 
card” were not used consistently; some 
cards used “destroy” to refer to putting 
something into the graveyard from play, 
while others used “discard” to mean the 
same thing. 

The biggest group of offenders, how- 
ever, has been the various cards printed 
with “helpful reminders.” Text added to 
these cards was meant to remind people 
how a card would interact with certain 
rules. For example, the text of the original 
Dwarven Warriors stated that “Other 
cards may be used to increase target crea- 
ture’s power beyond 2 after defense is cho- 
sen.” Not only was this extra sentence 
unnecessary, but it also led some people to 
believe that the Warriors couldn't be used 
before defense was chosen. (The current 
version of Dwarven Warriors is still im- 
precise in that it has “reminder” text, but at 
least the text has been fixed to make the 
meaning clear.) 

The following are some specific examples 
of templating which affects A//iances. In- 
cluded are what the templates mean as 
well as the reasons for their being worded 
the way they were. Understanding the 
logic behind the wording on these cards is 
a good start towards understanding tem- 
plates in general, and it’s a safe bet that if 
you can understand one card, you will un- 
derstand any other card that uses a similar 
template. 


ENCHANTMENTS AND TARGETING 


The most recent and visible example 

of a templating backfire was the Fourth 
Edition™ template for enchantments (e.g., 
“@: Regenerate target creature Regenera- 
tion enchants”). The idea was that every 
targeted effect should say “target x” on it 
somewhere to show what the effect could 


legally target (e.g., “target land,” “target 
opponent,” “target tapped blue creature”). 
While this helped to establish a consistent 
wording for targeted effects, it unfortu- 
nately led to a specific wording that was 
neither clear nor concise; Regeneration’s 
ability has twice as many words as it needs 
and has led some players to think that the 
ability itself targets the creature enchanted 
by Regeneration. (The enchantment, not 
the ability, targets the creature.) 

The Ice Age™ templates took this one step 
further with the creation of a template for 
enchantments that could only be played on 
a subset of cards. For example, Earthlore 
said, “When Earthlore comes into play, 
choose target land you control.” In an ef- 
fort to fit “target land you control” into the 
template for the card, the wording was 
warped in such a way as to imply that the 
target was not chosen when Earthlore was 
played but rather when it resolved. This 
problem was quickly addressed with errata, 
but the damage had already been done. 

As you may have noticed, A//iances uses 
two new templates for enchantments. The 
first change was a return to the assumption 
that people will have read the rulebook 
and will understand that enchantments are 
targeted. Based on this assumption, the 
targets of enchantments are now referred 
to as “enchanted creatures,” “enchanted 
lands,” and so on. For example, Veteran’s 
Voice reads “@:Tap enchanted creature to 
give any other target creature +2/+1 until 
end of turn.” Note that the ability doesn't 
allow you to choose just any old enchanted 
creature in play but rather refers only to 
the creature Veteran’s Voice enchants. 

The second change is for enchantments 
that can only be played on a subset of 
cards (like Earthlore). Those enchant- 
ments now simply instruct you to play 
them on some card in that subset. For ex- 
ample, Krovikan Plague says to “Play 
[Krovikan Plague] on a non-wall creature 
you control.” Even though the word “tar- 
get” isn't used, it should be clear that 
Krovikan Plague can’t target a wall or a 
creature you don’t control. If the en- 
chanted creature leaves your control (or 
becomes a wall), the Plague will become 
illegal and be destroyed. 


ILLUSTRATION BY DREW TUCKER 


by Tom Wylie 


CARDS AS COSTS 


In Alliances, each color has a spell, called 
a pitch spell, that may be paid for with a 
card instead of the card’s casting cost. 
For example, Pyrokinesis reads, “You 
may remove a red card in your hand 
from the game instead of paying Pyroki- 
nesis’s casting cost.” The common 
thread between these cards is that when 
one of them is played, its casting cost 
can be waived at the price of removing a 
card in your hand from the game. 

The first thing to notice about this 
template is that it doesn’t explicitly say 
that a card can be substituted for the 
casting cost on/y while the card is being 
played. The assumption here is that you 
only pay a spell’s casting cost when you 
play it. If some effect requires you to pay 
X, where X is equal to a spell’s casting 
cost, this doesn’t count as “paying its cast- 
ing cost” as referred to by the card. For 
example, if Pyrokinesis is selected by 
Wand of Ith (a card from The Dark™ 
that forces you to pay a spell’s casting cost 
or discard it), you can’t burn a red card to 
save Pyrokinesis but would have to pay 
six mana (Pyrokinesis’s casting cost). 

The second thing to notice about this 
template is that it says you may remove a 
card from the game instead of paying the 
casting cost. As with any use of “instead” 
in Magic, this means you take one action 
at the same time you would have taken 
another. In this case, you remove the 
card from the game at the same time you 
would have paid Pyrokinesis’s casting 
cost (when you p/ay Pyrokinesis, not, for 
example, during its resolution). 


DECISIONS, DECISIONS 


Even before Alliances, Magic had spells 
and abilities that could be played in one 
of many ways. For example, when you 
play Hydroblast, you decide whether you 
want it to counter a spell or destroy a 
permanent, and the spell is locked into 
either the counter or destroy “mode” for 
the remainder of the casting. In Al/iances, 
we introduced similar cards with at least 
one option that is more complex (rather 
than concise choices like “counter x” or 
“destroy x”). An example of this is Fatal 


Lore, which reads, “Target op- 
ponent chooses one: you draw 
three cards; or you choose and 
bury up to two target creatures 
that opponent controls and he 
or she draws up to three cards.” 

The wording of the card tells 
you that the spell has two ways 
of being played and that an op- 
ponent decides which way is 
followed for that casting. What 
the card assumes is the follow- 
ing: First, you choose the target 
creatures at the same time you 
choose the target opponent, 
since when you play a spell or 
ability you choose all of your 
targets simultaneously. This 
means that the opponent does 
not choose how the spell will be 
played until after you have cho- 
sen the targets. Second, the opponent’s 
decision is made when the spell is 
played, not when it resolves. The card as- 
sumes knowledge of the rule that all de- 
cisions, whether they are yours or 
someone else’s, are made when a spell is 
played (unless the card states otherwise 
or in some way makes a delay necessary). 
Third, if your opponent chooses to draw 
cards, he or she chooses how many cards 
(up to three) to draw. 


CUMULATIVE FUNRINESS 


To date, cumulative upkeep costs have 
been simple payments, such as paying 
mana or making sacrifices. Certain 
Alliances cards have cumulative costs that 
are somewhat unusual but that escalate 
normally. For example, Thought Lash 
reads, “Cumulative Upkeep: Remove the 
top card of your library from the game. If 
you do not, remove your library from the 
game and bury Thought Lash.” 

The first sentence states the nonstan- 
dard cost of removing a card from your 
library from the game. Even though the 
ability is phrased as requiring the “top 
card,” the cost is still cumulative; for ex- 
ample, the third time the upkeep is paid, 
you have to remove the top three cards in 
your library from the game. Varchild’s 
War-Riders works in a similar way, 


putting more and more tokens into play 
under an opponent's control each turn. 
Also note that because cumulative up- 
keep is a cost, you have to pay all of the 
cost or none of it; you can’t choose to re- 
move eight cards to pay for Thought 
Lash when you only have four left, for 
example. 

The second sentence changes the pre- 
vious template for cumulative upkeep 
costs by explicitly stating the conse- 
quences of not paying the cost. Instead 
of simply burying Thought Lash, you 
also remove (what's left of) your library 
from the game. We made it explicit that 
Thought Lash is to be buried to avoid 
implying that “only” your library is 
removed from the game if the upkeep 
cost isn’t paid. 

eee 
These are just a few examples of tem- 
plates that are either entirely new or are 
modifications of existing templates. 
Now that you know how we've tried to 
make cards clear, concise, and consis- 
tent, hopefully you'll be able to notice a 
difference between Alliances cards like 
Tidal Control, Bestial Fury, and Spiny 
Starfish and the cards we've printed in 
the past. @ 


Tom Wylie is the rules. 
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GENERAL RULINGS 


vv 
The following rulings are meant to clarify 
the rulebook and how the game works. 


“Do X to do Y” Effects 
For a while, various effects have been 
worded in a “do X to do Y” format. As 


an example, Stormbind has the wording : 


“@: Discard a card at random from your 
hand to have Stormbind deal 2 damage 
to target creature or player.” The format 
is intended to indicate that you must 
successfully accomplish X for Y to take 
effect; you can’t do one without the 
other. Some Xs have been costs (e.g., 
sacrificing, paying life, removing coun- 
ters), while all others have been part of 
the effect’s resolution (e.g., discarding, 
tapping other permanents, removing 
cards from the graveyard). 

This distinction has been eliminated. 
In all cases, the “do X” is now a cost 
paid when the spell or ability is played, 
and you cannot play the spell or ability 
without paying that cost. For example, 
you can’t sink mana into Coral Helm if 


you have no cards in hand, and you can't } 


try to use Forbidden Lore if the land it 
enchants is tapped. 

Many costs that require paying life 
and so forth aren't written in the “do X 
to do Y” format. Since the rule stating 
that all such effects should be treated as 
costs (unless otherwise specified by a 
card) has been scrapped, assume that all 
cards with such costs have errata to con- 
form to the “do X to do Y” format. 

Obviously, this entails various 
changes, reversals, and re-reversals. 
Listing all of them here would be 
overkill, but a few classes of effects 
should be addressed. 
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First, for “discard something to do Y” 


: effects, you now discard the card or 

: cards as all or part of the cost of playing 
the ability. As an example, the cards 

: selected for Recall are put in the grave- 
i yard as soon as you play Recall, and you 
: can’t get them back. Also, discarding 

: cards for “discard something to do Y” is 
: strictly voluntary, so effects such as 

: Library of Leng’s no longer apply. 


Second, some enchantments allow 
you to tap the permanent they’re played 
on to do something. It should now be 


: obvious (instead of merely true) that 

: lands enchanted by such cards can’t be 

i tapped for mana and the enchantment’s 
: ability at the same time. 


Third, various spells and abilities re- 
quire you to remove cards from the 


: graveyard in order to do something. 

: The cards are removed as a cost, even if 
! you take the cards out of someone else’s 
: graveyard. 


vvv 


: 1) If set a card on Elkin Bottle or 


Ice Cauldron, can | be forced to 
discard that card by a spell like 
Mind Twist or choose to discard it 
with a spell like Recall? 

A: No. While you set a card aside 
using cards like Elkin Bottle and Ice 
Cauldron and play the card “as if it 
were in your hand,” this only means 
that you follow the normal rules for 
playing the spell (such as “sorceries 


tion cost until the cost is paid. In this 
case, however, the enchantment, not 
the creature, has the upkeep cost, so 
you could use the creature’s ability. 
For example, a Prodigal Sorcerer en- 
chanted with Mind Whip could be 
tapped for its ability before the 
Whip’s upkeep cost is paid. 


3) Ifa creature with negative power 
i attacks while enchanted with Far- 
rel’s Mantle, can it deal damage 


with the ability the Mantle gives it? 
A: Yes. Creatures with a power of less 


than 0 are treated as having 0 power 
for all purposes except raising the 


power above 0 again. Thus, a creature 


with 0 or negative power will deal 2 
damage via Farrel’s Mantle. 


REVERSALS 


i vvyv 
} The following rulings reverse past rulings 
i from the rules team and/or netreps. 


| 4) How does Dream Coat work? 

: A: Once per turn, you can play the 
ability as an interrupt. When you 
play the ability, you choose a color; 
the enchanted creature will become 
that color until end of turn, even if 
Dream Coat is Disenchanted or 
otherwise affected later. Thus, 
Dream Coat’s ability follows the 
same principles as any other en- 
chantment ability. 


may only be played during your main i 


phase,” “you must pay the casting 


cost of a spell,” and so on). The card is i 


not actually in your hand, so it doesn’t 


count towards your seven-card limit. 


You cannot be forced to discard the 
card by effects such as Mind Twist’s, 
nor can you choose to discard it to 
pay for effects such as Recall’s. 


: 2) Ifacreature is enchanted with 


Mind Whip, can | use that crea- 
ture’s ability before paying the 
Whip’s upkeep cost? 


A: Yes. If a permanent has an upkeep ; 


cost, then you cannot use any ability 
of the permanent that has an activa- 


Camouflage is an instant that 
allows you to place your attackers 
face down. Does Camouflage turn 
enchantments on attacking crea- 
tures face down? 

A: No. They remain face up. 


CARD ERRATA 


H vvv 
: The following rulings involve card errata 
: and slightly new readings of cards. 


: 6) Will Illusionary Terrain affect 

i multilands? 

A: Illusionary Terrain should be read 
as changing all lands of a basic land 


ILLUSTRATIONS BY DOUG KEITH 


type to the basic land type of your 
choice. As far as the multilands 
(Tundra, Taiga, and other lands that 


count as more than one type of basic 


land) are concerned, Illusionary 
Terrain will change the appropriate 
“half” of multilands that counts as 
the land type that Illusionary 
Terrain is changing. For example, if 
Ilusionary Terrain changes moun- 
tains to plains, a Volcanic Island 
(which counts as both islands and 
mountains, and produces both blue 
and red mana) would effectively 
become a Tundra (counting as both 
islands and plains, and producing 
both blue and white mana). 


7) Can | put a card that is “set 
aside,” such as a card on Elkin 
Bottle, onto an Ice Cauldron? 

A: No. Only cards from your hand 
may be placed on Ice Cauldron. 


8) If | have an untapped Voodoo Doll 
at the end of my turn and | pre- 
vent the damage it deals to me, is 
it still destroyed? 

A: Yes. If Voodoo Doll is untapped 
and it is the end of a turn, it is de- 
stroyed whether or not you prevent 
the damage it deals to you for being 
untapped. 


9) Are “Elder Dragon Legends” consid. 
ered to be different from legends? 
A: No, Elder Dragons should be 
read as saying “Summon Legend,” 
so all of the rules that apply to 
legends apply to them too. Elder 
Dragons don't (and never did) count 
as creature type Dragon. 


10) Does Giant Shark get its bonus if 
General Jarkeld moves a damaged 
blocker in front of the Shark? 

A: No. Giant Shark’s ability is only 
triggered when it is assigned to block 
a creature or when a creature is as- 
signed to block it. Since effects like 
that of General Jarkeld are used after 
blockers are assigned, they won't 
trigger Giant Shark’s ability. 


SPECIFIC CARD RULINGS 


vvyv 


11) If Musician puts a music counter 


on an Assembly Worker, and the 
resulting upkeep cost isn’t paid, 
will Consecrate Land (enchanted 


land cannot be put into the grave- i 


yard) save the Factory? 

A: No. The counters are giving an 
upkeep cost to the permanent they 
are on, so if the cost is not paid the 


permanent destroys itself. Consecrate : 


Land will only keep a land from 


being destroyed by effects from cards i 
other than the land it enchants; if the i 


land itself is the source of the effect 
(for example, if the upkeep cost of 
the land isn’t paid, or the land’s abil- 
ity requires that it be sacrificed), 


Consecrate Land won't save the land 


from destruction. 


12) While | have Enduring Renewal in 


play, if | draw a creature card as a 
result of using Brainstorm, can | 
put the creature back on my li- 
brary before Enduring Renewal 
forces me to discard it? 

A: Yes. Enduring Renewal’s discard 
effect is triggered by any draw of a 
creature card from your library, but 
because Brainstorm’s draw effect is 
played before the discard effect of 
Enduring Renewal is triggered, the 


draw will resolve first and the discard i 
effect will fizzle ifyou no longer have : 


a creature card in your hand. 


3) A Craw Wurm and a Llanowar Elves i 


attack me. I play Eye for an Eye 
and target the damage dealt to 
me by the Wurm. Can the spell be 
Deflected to the damage dealt to 
me by the Elves? 


A: Yes. Eye for an Eye targets damage i 
dealt to you, so it can be Deflected to i 


damage from another source. 


4) If the last counter is removed from i 


Cocoon but Cocoon is removed 
from the enchanted creature be- 
fore the next upkeep, will the crea- 
ture still get +1/+1 and flying? 


A: No. Cocoon must remain on the 
creature in order to give its benefit. 


i 15) If | play Lava Burst on Rock Hydra 


will it lose heads normally? 

A: No. Losing a head and spending 
@ to prevent Rock Hydra from 
losing a head are both considered 
damage prevention, so you cannot 
do either if Rock Hydra is struck by 
Lava Burst. (This is one of the few 
ways Rock Hydra can exist with 
damage on it but with heads remain- 
ing.) Note that losing a head or 
spending @ to avoid losing a head 
will also prevent damage for side ef- 
fects, such as that from Spirit Link. 


16) If | Fork a spell such as Drain Life 
or Metamorphosis, do | have to 
pay the costs described in the text 
of the spell being Forked? 

A: No. Fork creates an exact copy of 
the target spell and never requires (or 
allows) you to pay any costs associ- 
ated with playing the spell (e.g., a 
copy of Drain Life would deal the 
same amount of damage as the origi- 
nal, and a copy of Metamorphosis 
would provide the same amount and 
color of mana as the original). 


: 17) If The Fallen is put into Tawnos’s 

: Coffin or Oubliette and then comes 
back out, will it start damaging 
players during upkeep again? 

A: Yes. The Fallen will begin damag- 
ing the same players it had damaged 
previously. & 
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i, ~ FROM THE LIBRARY OF LENG 


very night, when the last rays of sunlight are vanquished 
by the coming evening, most of the undead of Tresser- 
horn Keep leave their resting places to gather about the 
eternally blazing fire pit in Tresserhorn’s throne hall. 
Black-lacquered skeletons and struggling zombies cluster 
about the room, swaying gently like loosely tethered puppets. 
A Will-O’-The-Wisp darts about overhead in the rafters, 
casting pale shadows throughout the crowded chamber. 
Their lord, a creature animated by necromancy and built 
with the flesh and bone of a dozen Kjeldoran heroes, 
strides into the Great Hall and confidently takes his 


LORD OF TRESSERHORN 


Lord of Tresserhorn is a little like Marlon Brando: impres- 
sive, but sometimes unwieldy. When the card comes into play, 
you have to pay 2 life and sacrifice two creatures, and a target 
opponent draws two cards. The deck below, affectionately 
called “Apocalypse Now,” utilizes the card’s strong points. 
Burn your opponents’ land with Hack and Flashfires and 
waste their creatures with Withering Wisps. After Wither- 
ing Wisps has damaged your own Spiny Starfish (from 
Alliances”) a few times you should 
have enough 0/1 Starfish tokens to 


place upon the huge black throne that dominates the APOESALHESE sacrifice to Lord of Tresserhorn 
room. There, as he does every night, the Lord of OR when it comes into play. The Lord 
Tresserhorn listens as the zombie scouts give their 7 island is hard to get out, but once you do 


patrol reports, and then hears the lengthy speeches of 
the Keepers as they account for what has gone on in 
the castle since the previous dawn. 

When he is weary of such matters, he silences 
them with a wave of his arm and begins to speak in a 
guttural, growling voice that makes the very stones 
tremble. He speaks of battles old and treasures gained 


7 Mountain 

10 Snow-Covered Swamp 
2 Dark Banishing 

3 Dark Ritual 

2 Demonic Consultation 


get it out, it'll quickly take out any 
remaining blockers. Sol’kanar can 
also help out, and a single Hack 
can make it unblockable. The deck 
even has a light spicing of direct 
damage and countering ability! 


2 Will-O'-The-Wisp —Jon Wilkie 


and of the great Lim-Dal, their master, now absent 3 Withering Wisps 

for nearly twenty years. He speaks of how he person- 4 Magical Hack E C 

ally destroyed and ate those who sought to slay Lim- 4 Power Sink I've depicted Lord of Tresserhorn 
Dal during the Time of the Eternal Snows, and of 4 Spiny Starfish as though he’s just been slain by 
the crippling wounds he received during the pitched 2 Fireball Lim-Dal and turned into an 
battles while he protected his master. With each 4 Flashfires undead. His face is nearly gone, 
telling, the stories grow more valorous and heroic— 1 Black Vise and his body is gaping with holes, 


the deeds become mightier and the opponents more 
despicable and devious. 

Shortly before sunrise, never sleeping, the Lord of 
Tresserhorn finishes his tale and rises from his great 
throne. Alone, he walks through 
the halls of Tresserhorn as if they 
were his own rather than his 
absent master’s. Occasionally, 
when struck by melancholy, he 
quietly sings Kjeldoran battle 
hymns from the past or fingers 
the fine tapestries, now moldered 
and faded from decades of hang- 
ing across dirt-grimed window- 
panes. He is Lord of 
Tresserhorn, second only to his 


master, Lim-Dal. Until his mas- ine play, ay 2 sifice 
ter’s return he is the master of ‘draws too caida eet 
combat and skill of arms, a gen- — ee 
eral over a waiting army of hun- | * Rea 
dreds of undead warriors. 

—Scott Hungerford 


{ Fountain of Youth 

2 Lord of Tresserhorn 

2 Sol’kanar the Swamp King 
1 Zuran Orb 


yet I wanted him to still carry all of 
his noble majesty, even as Lim-Dal 
worked his puppet strings. Though 
his stance and demeanor are threat- 
ening, I imagined his former troops 
to be in a state of helpless confu- 
sion, still loyal to their beloved lord 
even after his adoption by the evil 
Lim-Dal. 

Lord of Tresserhorn is a powerful minion of 
Lim-D&l; thus, I wanted to create an atmosphere 
thick with doom and despair. One technique for 
doing so is to obscure conventional elements that 
allow you to read someone’s personality and inten- 
tions. Light wraps around Lord of Tresserhorn 

from the side, giving him form, but there’s less 

detail in his face, making him look more serious 

and ominous. He's not in comic-book perspec- 
tive—he’s not in-your-face threatening. Rather, I 
tried to paint him to appear content with the fact 
that you're going to be next on his chopping block. 
—Anson Maddocks 
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3%" x 24" counter fits right inside a 
Magic™ deck box. Available in red, green, 
white, blue, and black. ......ssss0.. $12.99 
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photocopy only 
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MAGIC 
-~JAPAN 


OSAKA, Japan—Motonobv-san stares glumly at his deck. After carrying 


him to the final eight, it has finally let him down. His friend Ooyama-san 


tells me, “He’s a real Samurai, from Yagyu.” It turns out Motonobu-san does 


indeed study sword fighting in the legendary city of Yagyu. In ancient days, 


the sword masters of Yagyu were known throughout Japan for their excep- 
tional skills. Legend has it that when they walked the foot trail known as the 


“Trail of the Headless Buddhas,” 
they would test their swords on 
statues the local monks had left 


to watch over travelers. 


Whether or not Motonobu-san shares 
the martial prowess of his city’s fathers, 
today isn't his day. Still, he summons 
enough panache to grin into the camera 
and strike a mock samurai pose. 

It’s Sunday, and over 350 Magic enthu- 
siasts from Osaka, Kyoto, Nara, Kobe, and 
vicinities have gathered in the auditorium 
at Yodogawa Koumin, a ward office in 
Osaka, to test their wits, their luck, and 
most importantly, their tournament decks. 
The turnout sets a new record for Japan 
and is a testament to what everyone here 
already knows: Magic is hot in the Land 
of the Rising Sun. 

When I first came to Japan a year and a 
half ago, I despaired of finding Magic 
players. The cards were all in English, and 
even though English is taught every 
year after primary school, most people 
still have less-than-rudimentary abil- 
ity. How could the game become 
popular when it was indecipherable 
at the most basic level? 

How naive I was. In Japan, 
English has been considered 
the “international language.” 
Learning it may be one’s life 


ambition, a casual pastime, or personally 
irrelevant, but escaping it is impossible. 
Signs in big cities often include English, 
and designers make a common practice of 
using English phrases (often hilariously 
jumbled) as design elements. Young 
people may hate it or find it cool, but few 
are indifferent. Satoshi Kitagawa, a thir- 
teen-year-old, set me straight. Would he 
buy the Japanese cards when they finally 
became available? No way. Why not? For 
him, English is Aakkou-ii (cool)! Several 
other players agreed. 

Tt seems the imported game has a cer- 
tain niche. Having not yet graduated to 
the horizonless workweek, many gamers 
still have some free time to spend puzzling 
out game rules. What they get in return is 
fun and that other much-sought-after 
intangible, cool. Still, it amazes me to 
meet folks who can plumb the mysteries 
of a Stasis deck in English but can’t 
respond to a simple English 
greeting! 

Today I'm entered in the Type 

TI tournament. I’ve 

brought a blue/white deck 
with a few creatures and 
lots of purely destructive 
cards like Wrath of God and 
Armageddon. As it turns out, 
I play only two matches. 
After that disheartening bit 
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of business, I try trading. I've brought 
lots of Legends commons and uncom- 
mons, and lots of out-of-print Revised ™. 
Legends was never released in Japan, so 
word gets around that they’re available at 
my table and I’m soon mobbed. For the 
next hour and a half I’m negotiating 
furiously. Of the commons, Chain 
Lightning proves the most popular, the 
Kobolds next, and then things like Anti- 
Magic Aura, Remove Enchantments, 
and a few others. Other than out-of- 
print cards that were never available 
here, what’s hot is pretty much the same 
as everywhere else—heavy hitters from 
Antiquities’, the Jester’s clothes, dual 
lands. Birds of Paradise are big, as are 
Will-O’-The-Wisps—the market is 
young, so lots of players are still trying to 
establish sets of the most useful rares. 

Most people don’t have a good yard- 
stick for gauging the value of out-of- 
print cards, and though a few traders use 
InQuest or Scrye as a guide, there’s a lot of 
confusion. I’ve seen dual lands at a rep- 
utable store for $40 each and a Time 
Walk offered for $360. I've met people 
who have paid $150 for an unopened 
Unlimited™ booster. People often com- 
plain that everything here is more 
expensive than in other countries, and 
Magic cards are no exception. 

One reason for extreme price varia- 
tions is the lack of a widely used elec- 
tronic network. Although an immense 
amount of interest is changing the situa- 


Japanese-Language 
MAGIC 
Debuts in Tokyo 


izards of the Coast and Hobby 
Japan, the official distributor of 
Magic in Japan, celebrated the release of 
Japanese-language Magic with an event 
in the Shinjuku district of Tokyo April 9. 
The event featured a 168-person 
Sealed-Deck tournament, trading and 
open gaming areas, as well as a press 
conference and appearances by Richard 
Garfield and artist Christopher Rush. 
Among the highlights was an Asia 
Pacific tournament, featuring top players 


from the Philippines, Hong Kong, Singa- 


pore, Taiwan, Korea, and Japan, which was 
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tion rapidly, Japan has just 
begun to get online. Only 
one person I spoke to had 
regular Internet access, and 
he used it exclusively for 
work. There’s a Magic bul- 
letin board on one of the 
largest Japanese online ser- 
vices, Nifty-Serve, but it’s 
in Japanese, and few of its 
regulars venture out to the 
larger Net. 

After I finish trading, I 
take a breather and chat 
with a few of the players at 
my table. Hiroshi Kubota is a longtime 
Magic player by Japanese standards but 
is in other respects probably representa- 
tive of players at the tourney. A twenty- 
year-old university student, he'd gotten 
hooked on Magic about ten months ago, 
in April of 95. Just after that, with the 
release of Ice Age”, Magic began to take 
off in Japan. He and five friends bought 
cards sparingly at first and played at 
home. English booster packs retail here 
for over $4 ($160 for a box of Ice Age 
boosters), so a student budget doesn't go 
quite as far as it does elsewhere. 

A quick walk around the auditorium 
reveals a healthy mixture of deck types. 
There aren't many of the real power 
cards, and I see only one gamer with a 


on EA RREMED-AISI 


won by Japan’s Shinji Goto. 

According to Peter Okada, Japan Man- 
ager for Wizards of the Coast, the initial 
release of Japanese Magic is a limited- 
edition, black-bordered run of Fourth 
Edition, available only in Japan. A lim- 
ited-edition, black-bordered run of 
Chronicles”, also available only in Japan, 
will be issued after that. 

White-bordered Fourth Edition cards 
will be available in the summer, and 
limited quantities will be available for 
purchase in the U.S. 


Ichiro Harada, left, takes on a challenger as the “Greater 
Demon” in the Magical Quest part of the tournament. 


complete complement. In fact, not many 
of the Type I decks look alike. For many 
people this is their first tourney, and few 
have been to more than a handful. 

When I get to the free-play area, my 
“Pachyderm Purity” deck gets its big 
leathery butt kicked by a green/black, 
Erhnam Djinn-discard deck. The vari- 
ety of deck designs here would probably 
delight the game’s designers. Perhaps it’s 
the lack of power cards and the relative 
newness of tourneys that’s helped widen 
the spectrum. 

Another contributing factor may be 
the isolation of most “cells” of Magic 
players in Japan. In the U.S., many stores, 
community centers, and coffee shops 
offer gathering places where people can 
drop by for a duel. Deck ideas and fads 
spawned in these locales often dominate 
the local tournament scenes. 

Not so in Japan. In my quest for infor- 
mation on open games that a visitor to 
Tokyo or Osaka might be able to drop in 
on, I came up with two rumors and the 
name of exactly one place, The Yellow 
Submarine II, in the Shinjuku district of 
Tokyo. The high rent in big cities dic- 
tates that stores cram in as much stock as 
possible. There just isn’t room for tables 
where gamers can wile away the hours. 
In addition, coffee shops and restaurants 
usually disapprove of gaming on their 
premises. The result is that people play 
almost exclusively at home. 

The day’s Type II finals pitted Ito-san, 
playing red/black land destruction, 
against Takayama-san, playing red/black 
discard. By the time I’d caught up with 
their first game, Takayama-san was in a 
slight bind. Ito-san had eliminated his 
red mana, had a Strip Mine in reserve, 
and was rubbing salt in the wound with 
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the steady help of a Dancing Scimitar 
and Mole Worms. 

Takayama-san, a university electronics 
student, has played Magic for over a year 
and a half, but this is his first tourna~ 
ment. Interestingly, he hadn't yet played 
with Ice Age cards because he hadn't 
found Japanese translations of the text. 

By contrast, Ito-san looks worried. 
Another experienced player, he first dis- 
covered Magic in the pages of LOG IN 
magazine. When he began playing, it 
was difficult to find opponents, and 
when he did, he played with an Eng- 
lish-Japanese dictionary close at hand. 

Today, despite the initial advantage, 
his worry is well-founded. Takayama-san 
summons a Mindstab Thrull and a Royal 
Assassin, putting the kibosh on threats 
from the Dancing Scimitars and Mole 
Worms. He then Mind Twists for three 
cards, plays a Rack, Shatters the Scimitar 
and eventually wins the game. The sec- 
ond game goes much the same way, and 
Takayama-san wins the match 2-0 to 
take home the Type II champion’s prize. 

LOGIN, a computer-gaming maga- 
zine, first began to familiarize its readers 
with Magic in preparation for the com- 
puter game. By the time the computer 
game’s release date slipped, LOG IN’s 
readers had let the magazine know that 
they wanted more about the card game. 
Ichiro Harada, the magazine's editor, 
decided to continue coverage of the 
game. Consequently, it’s from magazines 
like LOG IN and RPG that many people 
get their first taste of Magic. 

Harada-san himself is an avid Magic 
player, and LOG IN, along with Circle 
Wizard (an Osaka-based gaming associ- 
ation), jointly planned and sponsored 
today’s events. Harada-san is here play- 
ing the “Big Demon” in the Magical 
Quest portion of the tournament, 

Magical Quest is a free-play environ- 
ment dreamt up by Keiko Tanaka, who 
was president of Circle Wizard, and one 
of her associates. Anyone paying the 
admission fee for the day’s events collects 
three tokens, in this case phony twenty- 
dollar bills. Players then take the role of 
a young wizard on a quest to defeat the 
Big Demon. They first play other young 
wizards, using the phony money as ante. 
The goal is to get enough money to pay 
the hundred dollars required to play the 
Big Demon. You have to fight the Big 


Demon on his terms, though, and his 
terms are tough. You can only play one 
deck, but you have to beat each of his 
three. To make matters worse, he starts 
with 20 life, but you start with only 7. 

Before taking on His Evilness, the 
quester is encouraged to lay three bills 
down ina challenge of the “Little 
Demon.” Upon defeat, the Little Demon 
will yield to his vanquisher a magical 
item that can be used in duels with the 
big fella. The magical item might be a 
card, such as a Time Walk or Counter- 
spell, that can be played for no mana, or 
it might be a token that allows its holder 
to start the game at 20 life instead of 7. 
Magical Quest was devised as a way to 
heighten the roleplaying texture of 
Magic tournaments. 

Just before the Type I finals, I meet 
Keiji Ogura, a Ph.D. student studying 
genetics who is one of today’s finalists. 
Ogura-san has racked up the most 
appearances in tournament finals in the 
Osaka, Kobe, and Kyoto areas. His deck 
provides a steady feed of small creatures 
like Kird Apes and Scryb Sprites, which 
he modifies with Giant Growths, Blood 
Lusts, and, more recently, Errantry. The 
most remarkable thing about his deck is 
that, with a few exceptions, it’s a deck of 
common cards. He hasn't spent a lot of 
money on the game and is proud of the 
fact that he’s been successful with the 
few cards he’s had to pick from. 

He is matched in the finals against 
Daisuke Sato, a quiet twenty-year-old. A 
quick round of jun-hen-poi (rock-paper- 
scissors) determines who goes first. 

Ogura-san starts. On the second turn, 
he summons Spectral Bears, which he 
has to explain to his opponent. On the 
third turn, he casts Errantry on the Bears 
and attacks. But Sato-san plays a Word 
of Undoing, knocking the Bears back 
into Ogura-san’s hand and sending the 
Errantry to the graveyard. And so the 
pattern of these games is quickly estab- 
lished: Sato-san controls the pace of the 
game and doesn’t attack unless he has 
some kind of backup. His deck, brim- 
ming with counterspells but containing 
only a few methods of damage, is a good 
match for Ogura-san’s. He only has to 
counter Ogura-san’s creatures, leaving 
the modifiers no target. Sato-san isn’t 
fooled by misdirection and wins the 
Type I finals 2-0. 


The day’s grand finale is the awards 
presentation. The Magical Quest prize 
goes unclaimed; the Big Demon proved 
too tough for the questors. Sato-san 
takes away the biggest share of the 
spoils: a trophy and a box of Revised, 
which, because of its low circulation in 
Japan, is highly prized. He also caps the 
day with a memorable moment: when 
the presenter jokes that maybe he’d like 
to share his prize with the audience, 
Sato-san plops his box down, rips it 
open, and throws booster packs out to 
the delighted company. @ 


Steve Toutonghi lives in Nara, between 
Kyoto and Osaka. He and his wife teach 
English. 


Many Japanese words are borrowed 
from English. You might recognize the 
following words if you heard them. 


raifu life 
enchyanto enchant 
dyueru duel 

mana puru mana pool 
artefakuto artifact 
soosari sorcery 
ancomon uncommon 
re-a rare 
torampuru trample 
kureechya creature 
raiburari library 


tappu tap 


Ijo:“Finished,” or “the above.” Used 


to indicate the end of a turn. (Alter- 
nately, one can knock on the playing 
surface twice.) 


Ji-chan: Prodigal Sorcerer. Just as he’s 
called “Tim” in the States, so he has a 
nickname here. Ji-chan comes from 
the word o-jii-san, which means 
“grandfather” or “‘old man,” and chan, 
which is an affectionate diminutive. 


Ne-chan: Force of Nature. O-ne-san 
means (your) older sister. The sonic 
similarity to the first syllable of 
“nature” has given the beefy green 
monster an odd nickname. 


Puchi-puchi deku: In Japanese, 
puchi-puchi is the sound of squashing 
an insect.A puchi-puchi deku is a 
deck filled with little, squashable 


creatures. —S.Toutonghi, with a: 
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ait 'til you see the [promotional] pictures I 
sent. Man, they're a riot,” says Richard Kane 
Ferguson, laughing. “The old man’s looking at 
them like, ‘You don't look like no artist, man; 
you look like some freakin’ professional wrestler 


pr 


or something’ 


By all accounts, Ferguson would seem more at 
home behind the handlebars of a Harley-Davidson than 
behind an artist’s canvas. One colleague described him as “a 
cross between Lou Reed and Joe Piscopo”—big, somewhat 
intimidating, but also an all-around nice guy. Not exactly what 
you'd expect for someone responsible for some of the most dis- 
tinctive and beautiful Magic art around. “[At signings,] the 
kids always give me a double-take,” he says. “They're always 
like, ‘You sure you're Richard Ferguson?” 

With the exposure he’s gotten from Magic: The Gathering’, 
Ferguson, a fan favorite, is very much an artist in demand nowa- 


Cover of Rage Across Australia an 
RPG by White Wolf Game Studios. 
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days, and he spends most of 
his time running from dead- 
line to deadline. “It’s like feast 


or famine—all of a sudden, 
you've got everyone and their 
brother calling you for differ- 
ent projects, and it’s really easy 
to get overextended,” he says, 
having just finished a batch of 
art for Mirage”, the Magic 
expansion due out this fall. 

Ferguson grew up in 
Middle Grove, New York, 
with his parents, who were 
antique dealers. “We always 
had some of the better West- 
ern artists’ prints and paint- 
ings sitting around the house,” 
he remembers. “That was a 
first love.” Popular comic 
books, too, played their part in 
his development. “Sequential 
art has always fascinated me, 
whether it’s in movies or in 
comics,” he says. “I started 
copying and drawing charac- 
ters of artists I enjoyed, and I 
kind of went from there.” 

Ferguson taught himself 
how to draw and paint and 
developed his own unique 
style of painting. But his early 
enthusiasm for fantasy art 
took a while to become an 
artistic interest. “I stayed 
away from the fantasy genre 
for about ten years, [in] my 
early twenties,” he says. “I was 
doing more fine art, doing 
Native American paintings, 
Celtic paintings, portraits, 
things like that.” 

He spent that period of his 
life roaming around the 
United States with his 
brother, working odd jobs 
and doing some art here and 
there. “It was totally spur-of- 
the-moment. It'd be like 
“Let's go to Louisiana, let’s go 


to New Mexico, live for a lit- 
tle bit,” he remembers. 

It wasn’t until he came 
across an old collection of 
Hal Foster’s Prince Valiant 
comics in an antique shop in 
1989 that Ferguson decided 
to get back into the fantasy 
genre. “I remember looking at 
those books and thinking, 
‘Tm going to get back into 
this,” he says. “I remember 
just picking those things up 
[and] being spellbound again. 
That really inspired me. 
That’s when I made the move 
back into this direction.” 

Since then, Ferguson 
hooked up with Wizards of 
the Coast and has done art 
for the Legends”, Fallen 
Empires”, Ice Age”, Alliances”, 
and Mirage” expansions. He's 
also worked on Jyhad”, Rage, 
Shadowfist, and Heresy. 

Ferguson currently works 
out of his Saratoga Springs, 
New York, home, a farm left 
behind by his grandfather, 
who used to breed thorough- 
bred horses to race at the 
nearby racetrack. 

Though the frenetic pace is 
starting to get to him, the 
thirty-two-year-old artist 
doesn’t plan on leaving fan- 
tasy art anytime soon. “I’ve 
been really enjoying this work 
right now, I’m having a blast 
doing it—it’s kind of every- 
thing I like to paint anyway. I 
love to paint from my imagi- 
nation,” he says. “I'll probably 
end up old and gray and still 
drawing muscular men domi- 
nating the [crap] out of each 
other, y'know?” 


——— 


Vw 
always kind of knew [I 
would be an artist]. I was 
always your typical story 
ofa kid trying to find his 
identity—I was always a good 
artist, and I got a lot of atten- 
tion from it in school. There 
really was never any question; 
I've always done [art], and it’s 
something I always wanted to 
do. It’s amazing all the twists 
and turns life takes—I wasn't 
even really looking into doing 
[fantasy] work five years ago. 
Then I published that first 
comic. I started getting some 
attention from that, and 
meeting a lot of people in the 
industry kind of led to what 
I'm doing now, 
- tee 
be to [Adirondack] 
Community College, but 
the art program there was 
pretty ridiculous. I remember 
going to school, and I think I 
was just like, ‘This is a joke.’ 
‘The teachers we had were 
incredibly overbearing and 


pompous. This one idiot gave 
this three-hour lecture on 


how to shade from light to 
dark with a pencil. “Study the 
apple. Study the reflective 
surfaces.’ I pretty much 
chased after a bunch of gals, 
and that was my college 
career. 
tee 

y painting style is just 

the way I paint. It’s a 
natural evolution. I think the 
way to learn how to do art, in 
the beginning, is to start out 
imitating the artists you really 
enjoy. Being a self-taught 
artist, I look at all the artists I 
admire as spiritual mentors, 
So to speak. I dissected every 
one of their works, every 
artist whose work I admire, 


Above left: “Wild Hunt,” from 
Heresy (Last Unicorn Games). 
Right: “The Sun,” from a tarot 

deck in progress. 


ruthlessly. ] studied it for 
hours, trying to figure out 
how they achieved a certain 
effect, certain color gradua- 
tion, whatever, By the time I 
was seventeen or eighteen, I 
wasn’t looking at anything, 
and I was pretty much just 
following my own path. 
- oe 
I think working all those 
physical jobs, you come to 
one clear notion: the body 
wears out. You get tired, you 
turn into an alcoholic doing 
these grunt jobs, and I think 
the only lifelong occupation 
is the intellect. Whatever way 
you have of looking at things, 
whatever career you get into, 
I think you should be work- 
ing with your mind and not 
just your body. 


ee 

‘hat’s the cool thing about 

art. That’s the one thing 
that attracted me to the 
lifestyle was that you can 
always grow, you can always 
expand, you can always move 
into different directions—if 
you've got the guts, if you can 
walk away from the financial 
end of things to a certain 
degree. 

That's sort of the Catch-22 
about getting popular. I kind 
of enjoyed it when I was 
doing the comics, and I was 
kind of an underground- 
sensation-type deal; I had a 
few really hardcore fans, a few 
people who knew what I was 
doing. There’s a lot of free- 
dom [there] because your 
audience isn’t so big that it’s 


dictating the terms under 
which you work. Now that I've 
reached this stage of popularity, 
I've kind of become known for 
detailed watercolors with this 
certain look to it; stylistically, if 
I changed pace, I'd lose a large 
part of my audience, I’m sure. 
eee 

‘ou see some marvelously 

talented artists that never 
really develop beyond a certain 
stage, and I think the reason is 
the sheer amount of work they 
have to produce. After a while, 
the work thematically is very 
much related. I think it burns 
them out after a while. 

It’s hard to constantly 
expand your artistic horizons 
when you have to make that 
deadline, and a week after that 
you have to meet another 


deadline, and the week 
after that you have to meet 
another deadline. I think 
there’s a certain period 
where you can see the artist 
quit experimenting and 
start making money. 

It’s funny; as a fan, I used 
to wonder ‘What ever hap- 
pened to this guy?’ Asa 
professional, I’m in perfect 
sympathy. 

ome of the kids take it a 

little too far. I had this 
one kid come up to me [at a 
signing], and he was like, 
“‘Dakkon Blackblade rules!’ 
And I'm like, T'm glad you 
think so,’ and he says, ‘You 
know, I draw Dakkon 
Blackblade.’ I’m like, 
‘That's great! That’s cool!’ 


And he says, You don't 
understand. I draw him over 


and over and over and over 
again, at least four times a day. 
I'm drawing him all over my 
wall and all over my note- 
book.’ So I say, ‘Why don't 
you try drawing Sol’kanar 
[The Swamp King], you 
know; he’d go along with 
Dakkon, for a little variety,” 
and he’s like, ‘No way, man. 
Dakkon RULES. You know 
that.’ 

And I'm thinking, ‘Kid, it’s 
a good thing you're thirteen to 
fourteen and small. If you 
were thirty- or forty-years-old 
and 250 pounds, I'd get the 
hell out of here.’ 


Above right: “Abadona,” 
from Heresy (Last Unicorn). 
Left: “The Magus,” from a 
tarot deck in progress. 


eee 
E’ drawing I do is a self- 
portrait. I’m serious. To a 
degree it is. I can name every 
piece of work I’ve produced in 
my entire career.... With 
every piece I can remember 
and access what I was feeling 
and where my head was at at 
that time. They're like pieces 
of the psyche. 
y ee 
I don’t play favorites [with 
pieces]. I’m always looking 
toward the next piece. Quite 
honestly, I think if you start 
playing favorites [with] peri- 
ods of your life where you're 
producing good work, well, 
you're living on your laurels. 
You find yourself doing that 
in your thirties—Remember 
when...’—and I really want 
to avoid that. I want to be 
looking toward the future, 
creating my best pieces in the 
future rather than having 
already done them.” & 
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Greetings once again, immortal ones. Let us go once 
more into the night to uncover the latest secrets of the 
Eternal Struggle. 


ANCIENT HEARTS AWAKEN! 
The release of the second Vampire: The Eternal Struggle” 
expansion is upon us. This expansion has over 150 cards and 
deals with the themes of corruption and redemption. Al- 
though many Kindred are damned, their fates are often worse 
if they do not seek salvation. There are cards in this set that 
give vampires special abilities if they attempt to overcome 
their bestial nature. Those who reject these opportunities for 
redemption can benefit, but this has a price as well... 

Ancient Hearts” also introduces two powerful clans to the 
world of V:TES. The Followers of Set seek to corrupt their 
fellow Kindred through seduction and temptation. The 
members of this clan serve their master, Set, and follow his 
mysterious commands. Their in- 
terests sometimes conflict with 
those of the Assamites, a clan of 
assassins that dominates the 
Middle East. They seek revenge 
for crimes committed against 
them many years ago by the fledg- 
ling Camarilla. They will also 
serve others who need their skills, 
as long as they pay their price in 
blood. 

See “Ancient Hearts: New 
Combos for V:TES” [at right] for 
a look at a few of the nefarious 
cards in this set! 


A LETTER FROM 
THE DARKNESS 
I received a very interesting letter 
from a fellow Methuselah named 
Steve Gruenwald, who makes his 
haven in Dixon, Illinois. He was 
the first person to successfully 
name the card on which I appear. It is none other than Enzo 
Giovanni, a member of the Pentex Board of Directors. Con- 
gratulations, Steve. The autographed card is in the mail! 
Steve also wrote to share some stories about a league he 
participated in this past winter. In a sealed-deck environ- 
ment, each player started off with a starter deck and three 
boosters of V:TES. They played for ante (finally, a chance to 
use some of those nasty ante cards!) and kept track of the vic- 
tory points they accumulated over the course of the league. 
They could then spend their victory points (VP) to “buy” 
new cards. A common card cost 1 VP, an uncommon card 
cost 3 VP, a rare card cost 5 VP, and each new vampire hada 
VP cost equal to his or her capacity. Steve was the eventual 
winner of the league, finishing with 25 VP in reserve. It 
turned out that Steve didn’t spend that much on cards—he 
would win four or five a night from the ante games! All in all, 
it sounds like one impressive league. Thanks for keeping up 
the Eternal Struggle, Steve! 
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Whispers 
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A BREACH OF THE MASQUERADE...ON TV? 

Here’s a golden chance to see your favorite game world 
dramatized! If you haven't heard already, a TV show based 
on White Wolf’s Vampire: The Masquerade” is now on the 
FOX network! Kindred: The Embraced”, which airs on 
Wednesday nights, is produced by Aaron Spelling (the man 
who brought you Beverly Hills 90210) and coproduced by 
Mark ReinsHagen, one of the creators of the World of Dark- 
ness. The story is set in San Francisco, where the vampires of 
the city scheme to seize the power that’s held by Julian Luna, 
the Ventrue Prince of San Francisco. Keep an eye on it! 


BLOOD IN THE STREETS! 

Development of The Sabbat” is well underway! The design 
work for the first V:TES stand-alone expansion is done, and 
the card set is currently in playtesting. The final details for 
the release are still being determined, but it will be out this 
year, hopefully in time for a spe- 
cial holiday (of sorts). 

My puppeteers...er, collabora- 
tors,..at Wizards of the Coast 
have given me leave to share a few 
more treats in the set. You know 
from last issue’s “Whispers” that 
there will be two new clans intro- 
duced in this set: the Lasombra 
and the Tzimisce, the leaders of the 
Sabbat. Well, with these two new 
clans come two new Disciplines: 
Obtenebration and Vicissitude. 
The first ability deals with the 
mastery of shadows, and the sec- 
ond involves bodily manipulation. 

There’s also a third new Dis- 
cipline in the set: Dementate, a 
Discipline that’s been developed 
by the Malkavian antitribu. 

(The word “antitribu” signifies 
that the members of that clan 
belong to the Sabbat.) This abil- 
ity does pretty much what the name implies. Masters of De- 
mentation draw out the insanity that lies in all Kindred. As 
fans of Vampire: The Masquerade know, these new Disci- 
plines will introduce a dark new edge to V:TES. 


KEEP LISTENING TO THE WHISPERS 
We've got more messages on the Elysium Wall, and I will 
reply to them all, as long as I have enough hours in the night 
to do so. Send your letters to: “Whispers from the Elysium,” 
c/o The Duelist, P.O. Box 707, Renton, WA, 98057. 

Until next time, make sure your scissors are sharp before 
you cut the puppet strings. Ciao! iG) 


A long-time resident of the World of. Darkness, Shawn Carnes is 
a member of The Camarilla, a fan association for White Wolf's 
Vampire: The Masquerade. We have been told that this has 
something to do with wearing a fez. and riding in a tiny motor— 
car, but it remains to be seen. 


ANSIENS 


Revelation of the Sire and any Caitiff. 
Tired of watching your Caitiff get 
picked on? Let an older, wiser vampire 
instruct her in the ways of the Kindred 
with Revelation of the Sire. If an older 
vampire is successful with this 

the Caitiff joins the same clan as the 
acting vampire and gets a hi 

. Be careful, though. Thi 


doesn’t have an automatic +1 stealth, 


capa 


There may be others who would not be 
nd to the Caitiff as you wou 


The Parthenon and Rumors of 
Gehenna or Anson, Prince of Seattle. 
Ever wished you could take more than 
one master ph in a turn? With 
the above cards in play, you'll enjoy not 
f insidious fun. 
You can play the cards in this combina- 


one but three rounds 


tion in any order, but to keep your 

1g, try playing Anson 
first. This vampire’s special ability gives 
you an extra master action during your 
master phase. If there is no room for 
this vampire in your crypt, use Rumors 
of Gehenna to call a vote and secure 
another master action. Then spend 2 
pool to bring out The Parthenon, a 
unique location you can tap during your 
master phase to gain an additional mas- 
ter phase action. 


Mass Reality, Horrid Reality, and 
any Weapon. If you're using a minion 
with Chimerstry in combat and you like 
big weapons, here’s a combo for you! 
First, play the Ancient Hearts card Mass 
Reality, an action card for the cost of 2 
blood that in s the damage your 
minions inflict with weapons. Next, use 
Horrid Reality to get a nice, beefy 
weapon from your library into the 


hands of your minion once he or she is 

- With Mass Reality in play, a 
minion using a weapon deals +1 damage 
at the basic level and +2 damage at 
superior level. It also affects all of your 
minions that have weapons. For 
instance, if you're using an Assault Rifle 


as your weapon, that’s 6R for 
Woe be to the opposing mini 
vampire has Celerity as well! —S. FC. 


ne strike! 


3) 


compiled by Tom Wylie 


If Sarah Cobbler calls for a Parity Shift, 
will Astrid Thomas have control over 
the vote provided by the Parity Shift 
itself? 

A: No. Votes provided by any political 
action card, including cards used to 
begin the action, are considered to be 
cast by the Methuselah. They are not 
affected by cards that affect the votes 
of vampires. 


What level of Animalism is used when 
Darius pulls a Raven Spy out of some- 
one’s hand and puts it into play? 

A: Whenever a retainer is put into 
play by means other than employing 
it, treat this action as if the basic 
version of the Discipline it requires 
had been used. 


Can the Rowan Ring deal damage if it’s 
backed up by a Lucky Blow? 

A: No. Strikes only deal damage if they 
say they do, regardless of how many “+X 
damage” effects are applied to them. 


One of my opponents has stolen a 
Malkavian from the other. What hap- 
pens if | steal that vampire with 
Malkavian Dementia and then the op- 
ponent who originally stole it is 
ousted before | return it? 

A: If control of a card is returned to a 
player who has been ousted, the card 
is burned. 


Regina Giovanni’s ability says that she 
can reduce the pool cost to employ a 
retainer. Does that mean it’s useless 
for employing retainers like Raven Spy, 
which have a blood cost? 

A. No. Her ability should also reduce 
the blood cost of employing retainers. 


Can | play Disguised Weapon even if I 
don’t have equipment cards in my 
hand? 

A: No. You can only play Disguised 
Weapon or Concealed Weapon if you're 
equipping a vampire with a weapon 
from your hand. 


7) If Donal O’Connor is blocked, and the 
combat is prevented by an effect like 
Obedience, does the blocking vampire 
still have to burn | blood? 

A; Yes. Donal O'Connor forces a vam- 
pire blocking him to immediately 
burn I blood regardless of whether 
combat begins. 


8) Shouldn’t basic Cat Burglary be a di- 
rected action? 
A: Yes, it is directed. 


9) Is the superior ability of Pulse of the 
Canaille cumulative? 
A: No. The first line of the superior 
ability on Pulse of Canaille should 
begin with this: “If this is the first 
time Pulse of Canaille has been played 
on the acting vampire...” 


10) 


Can you play the V:TES version of 
Malkavian Prank on yourself? 

A: No. Malkavian Prank should begin 
with the words “Each other Methuse- 
lah...” So should Smiling Jack. 


'1) Hidden Lurker seems like it should be 
an action modifier that works as the 
counterpart to Fast Reaction. Is this 
correct? 

A: Yes. Hidden Lurker is an action 
modifier and is played by a vampire 
other than the acting vampire. 


12) If Astrid Thomas's votes are canceled 
by an effect like Pulled Strings, will 
she still control the votes of other 
Tremere? 

A: No. Astrid Thomas can only change 
the votes of other Tremere if she ac- 
tually casts her votes. If her votes are 
canceled by an effect like Pulled 
Strings, the votes of other Tremere 
are not altered. 


13) Ifa vampire | control has been Ban- 
ished, and that vampire is owned by 
another player, whose inactive region 
does the vampire go to? 

A: The vampire goes into his or her 
owner's region, as Banishment doesn’t 
indicate otherwise. 
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Heg, Borrow, and steal 


by Tom Wylie 


A THIEF IN THE NIGHT 

Beyond elaborating on existing themes, 
a good trading card game expansion 
also needs to expand the boundaries of 
the game. Ancient Hearts” is no excep- 
tion. In addition to the usual range of 
minion cards, master cards, and political 
actions, it introduces two new clans 
with their own sets of abilities. While 
the Assamites increase the options for 
combat decks, the Followers of the Set 
bring a new type of deck to the game: 
the theft deck. 

Theft decks strive for an advantage 
over other decks by stealing minions 
from other players. Ideally, a theft deck 
lets you take away your predator's cards, 
making her less of a threat to you, You 
can then use these cards to oust your 
prey. (Stealing your prey’s cards to use 
against him is less efficient; since your 
prey’s cards are burned once you've 
ousted him, you won't be able to use 
those cards against your new prey). 

Although Vampire: The Eternal 
Struggle” already had cards that allowed 
you to steal cards from other players, 
these were generally limited to stealing 
equipment (Fast Hands) or allies (Domi- 
nate Kine). Unfortunately, your prey and 
predator don’t always play with allies or 
equipment. The cards of real interest— 
cards that take control of vampires—were 
either temporary in nature (Malkavian 
Dementia) or risky to use (Hostile 
Takeover). The new Serpentis Discipline 
changes this by providing more effective 
ways of stealing vampires and offering 
other options for stealing allies and re- 
tainers. Let’s look at some of the general 
principles of playing with the Followers of 
Set and then consider the deck we might 
build around the theft concept. 


RECRUITING YOUR FOLLOWERS 
When considering a deck built around 
the Followers of Set, it is important to 
recognize that Setites don’t always com- 


hine well with vampires from other 
clans. Out of all the other clans, Murat is 
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I 1 


the one vampire with at least two Setite- 
clan Disciplines who has a capacity 
below 8, and most of these younger vam- 
pires only have the clan Disciplines at 
the basic level. If you play with vampires 
from another clan, you'll have to invest 
in a number of Disciplines that are not 
inherent to the Followers of Set. To 
make matters worse, the Setites share 


almost no off-clan disciplines. The only 
Discipline that appears twice is Domi- 

nate, shared by Kemintiri (capacity 10) 

and Kephamos (capacity 8). 

Thus, most decks that use the Follow- 
ers of Set will rely solely on the Disci- 
plines inherent to that clan: Serpentis, 
Presence, and Obfuscate. The first two 
excel at manipulating cards on the table, 
while the latter specializes in getting ac- 
tions through. These strengths mean 
that a Setite deck tends to rely as much 
on disrupting your opponents’ strategies 
as it does on outright offense. 


SEARCHING FOR THEFT CARDS 
Now let’s take a look at the theft cards 
available for this kind of deck. The cards 
for stealing vampires are Corruption (us- 
able by Setites), Grand Temple of Set 


(Setite), Temptation (Serpentis), Form 


. of Corruption (Serpentis), Graverobbing 


(Dominate), Hostile Takeover (Ven- 
true), Temptation of Greater Power 
(Justicar), and Malkavian Dementia. 
The cards usable for stealing allies are 
Lure of the Serpent (Serpentis), En- 
trancement (Presence), and Far Mastery 
(Dominate), while the retainers can be 
stolen with Lure of the Serpent and Far 
Mastery (as well as with Darius of Clan 
Ravnos). Possibilities for equipment 
theft include Fast Hands (Celerity), Lu- 
cian (Malkavian), Kostantin (Ravnos), 
and Darius (Ravnos). Finally, other cards 
to consider include Dominate Kine 
(Dominate), Shepherd’s Innocence (An- 
imalism), and Disputed Territory. 

A few of these cards can be scratched 
off the list because of disciplinary con- 
cerns. Trying to build a Setite deck with 
Animalism or Celerity would be pretty 
painful, as those Disciplines only appear 
once within the clan, so we can rule out 
Shepherd’s Innocence and Fast Hands. 
The vampires who steal equipment share 
few (if any) Disciplines with the Setites, 
so it looks like our only means of stealing 
equipment will be to steal a minion with 
equipment on him. 

Of the remaining cards that are off- 
clan, only a few seem useful. Graverob- 
bing will typically give you a depleted 
vampire. Hostile Takeover and Tempta- 
tion of Greater Power are risky, since 
Temptation requires an off-clan Justicar 
to use, and both run the risk of another 
player ending up with the vampire. Far 
Mastery has a close analog in Lure of the 
Serpent, and Dominate Kine can be sub- 
stituted with Disputed Territory. All of 
these cards require Ventrue, or at least 
Dominate, so at first blush it might seem 
that the Ventrue are worth including in 
this deck. However, including Ventrue 
would require us to include Dominate in 
the deck, which would mean we'd have 
to ignore one of the Setites’ clan Disci- 
plines or run a four-Discipline deck. The 
low utility of the cards the Ventrue add 
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doesn’t seem worth the dilution, so we'll 
stick with a Setites-only crypt for our 
theft deck. (Other Camarilla clans don't 
like the Setites anyway.) 


SELECTING YOUR TOOLS 

The theft cards we have left to work 
with are Corruption, Grand Temple of 
Set, Temptation, Form of Corruption, 
Malkavian Dementia, Lure of the Ser- 
pent, Entrancement, and Disputed Ter- 
ritory. Lure of the Serpent allows us to 
control two types of cards (allies and re- 
tainers), so it’s certainly worth including. 
We'll also include Entrancement; it 
helps us steal allies, but it has a different 
basic ability than Lure of the Serpent, 
so this will give us some flexibility. Dis- 
puted Territory is a hit-or-miss proposi- 
tion, as it can be voted down if we target 
something too valuable to us. On the 
other hand, Presence has lots of cards 
that can help push votes through, so 
we'll defer our decision on Disputed 
Territory until we decide whether to rely 
on votes in general. 

That leaves us with the cards that con- 
trol vampires. Each card represents a 
tradeoff between the effectiveness of the 
card and the degree to which it ties up 
your minions’ actions. We'll look at each 
of these cards in turn to see how well 
these characteristics balance out. 

Malkavian Dementia doesn't require 
minion actions, but it’s temporary and 
only affects one clan. On the other hand, 
the clan that it does affect is fairly popular 
in most V:TES-playing circles. Tempta- 
tion is slightly better. While it only gives 
you control of the vampire for a turn at a 
time, it works with vampires of any clan 
and can give you control of a vampire 
many times over the course of a game. 

Now let’s look at the control cards that 
have permanent effects. Corruption is 
very slow, since it requires multiple ac- 
tions and multiple copies of the card to 
control any respectable minion, but these 
actions are at stealth, can be spread out 
over time, and don't cost pool or blood. 
Form of Corruption is even slower, since 
it requires your prey to gain the Edge 
consistently; fortunately, that’s some- 
thing your prey will probably want to 
do anyway. Once the card is in play, it 
doesn’t require much maintenance. Form 
of Corruption also allows you to put off 
deciding what to steal until you're ready 


for it, unlike Corruption, which requires 
committing to a minion early. Finally, 
although Grand Temple of Set shares 
Form of Corruption’s advantage in al- 
lowing you to defer the decision of what 
to control, the card is also slow, requires 
pool, and can be burned before its effect 
is complete 

Since it’s not yet clear which cards are 


going to be the most effective, we'll start 


by including a little bit of everything. 
The following numbers assume an 
eighty-card deck. They should obviously 
be adjusted down for very small decks, 
and some can be adjusted upwards if the 


deck has more than eighty cards 


While it’s likely we'll see some allies 


and retainers that are worth stealing, we 
probably wont see all that many, so we'll 
probably 
pent cz 


want only two Lure of the Ser- 


ds and two copies of Entrance- 
ment. One Grand Temple might be 
more than enough, and putting in more 
than two copies of Malkavian Dementia 
brings the risk of being stuck with 
worthless cards. While Form of Corrup- 
tion seems to be the most 


tive card 
we have for controlling vampires, we can 
only have one copy in play at a time. It’s 
also more or less useless if our prey has a 
voting deck, so we should only put in 
two or three copies. Between Tempta- 
tion and Corruption, we'll probably want 
a dozen copies or more. At least fifty 
percent of those should be Temptation 
cards—the actual ratio should be depen- 
dent on the relative capacities of the 


vampires we expect to encounter. The 
lower the average capacity, the more 
copies of Corruption we should use. 


PACKING SOME PROTECTION 

This gives us about twenty theft cards, 
which will make up about a fourth of the 
deck. Our master cards will consume at 
least another fourth of it. The remaining 
half of the deck should be built around 


our major offensive push (bleeding or 


voting) and surviving combat. 

The Setites also have Presence as a 
clan Discipline. Although they have a 
good shot at forming a non-Camarilla 
political deck, we've probably devoted 
too much deck space to theft cards to 
make a political deck work. This means 
abandoning Disputed Territory and con- 
centrating our offensive efforts on bleed- 
ing. While we don't have the resources to 
commit to a serious stealth-bleed deck, 
we can include a fair number of Presence 
bleed cards, as well as some stealth cards. 
Note that some of these Presence bleeds 
can be Entrancements, improving the 
theft aspect of the deck. 

Our combat options in a theft deck 
aren't great. Except for Majesty, Presence 
is terrible at combat, and Obfuscate 
doesn’t possess any interesting strike 
cards. Serpentis has some good combat 
cards, but this won't help much if the 
vampires we've stolen get into combat 
unless we pack a lot of Discipline cards 
into the deck. Our best bet is probably to 
include some Serpentis combat cards for 
our older Followers of Set, with a minor 
Disguised Weapon theme for the 
young’uns and any vampires that we 
steal. (This will require some Obfuscate 
skill cards, but since more Setites start 
with Serpentis than with Obfuscate, 
we'd probably need these anyway.) 

The half of the deck not used up by 
master cards and theft cards should be 
split more or less evenly between stealth- 
bleed cards, combat cards, and miscella- 
neous cards. This last category could 
include cards that are specifically useful 
to our V:TES group's normal playing en- 
vironment, cards that mess around with 
some odd effects (like Mind Numb), or 
cards that shore up the themes we've al- 
ready included in the deck. 


Yes, Tom Wylie really is “the Rules Guy” 


for every existing Deckmaster' game. 
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The Word 
from 


by Kevin Maples, 
Netrunner mole 


Security has been so tight since 
Netrunner™ was released that i 
haven't had the opportunity to let you 
in on the latest skinny. I’ve only got a 
few minutes before the rest of the team 
gets back from their latest “caffeine 
acquisition” (i.e., coffee run), so 1 
better get right to the data feed. 


A Funny Thing Happened 
on the Way to GAMA... 
Back in March, manufacturers, distributors, 
and retailers from around the adventure 
gaming industry gathered in oh-so-beauti- 
ful Atlantic City, New Jersey, for the Game 
Manufacturer's Association annual trade 
show. One of the show’s highlights was the 
Netrunner launch party (since we gave 
away free stuff, we have the right to call ita 
“highlight’). As a part of the evening's 
events, two representatives of the Futokora 
Corporation showed up, and they weren't 
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alone—a rather nosy runner and her some- 
what pushy bodyguard also crashed the 
party (fortunately, they didn’t do much 
damage beyond mooching our grub). 

The party-goers got their first look at the 
Netrunner cards and got the chance to 
learn the game from a few of Wizards of 
the Coast's finest, including the Man him- 
self, Richard Garfield. On the other side 

of the room, people were testing their 
hacking skills in a demonstration of the 
Webrunner: The Hidden Agenda contest, 
which was being projected onto a huge, 
nine-by-twelve-foot screen. These pseudo- 
hackers were pretty good, but | think 
NASA's computer systems are safe for 

the foreseeable future. 

What neither we nor the retailers testing 
out the contest were aware of was that a 
little technodrama was taking place right 
under our noses. Just before seven o'clock, 
eastern standard time (the time the kickoff 
party was scheduled to start), Tim Thomas, 
our “cyberartist,” was working on the We- 
brunner contest in Seattle, three thousand 
miles away, when he discovered a flaw in 
the programming. Always cool under pres- 
sure, Tim decided that he could fix the 
problem before anyone in New Jersey dis- 
covered it. So there we were: our two 
Macintosh computers connected transcon- 
tinentally via a pair of 28.8Kbps modems, 
with Tim fixing faulty coding just steps 
ahead of us. It was kind of like a cyber- 
version of a John Woo film in which the 
hero runs across the roofs of cars just be- 
fore they explode behind him. Back at 
GAMA, we never knew there was a prob- 
lem. Tim came out of the ordeal relatively 
unscathed—except for residual shakes, and 
a really sore butt. 


Webrunner Version 2.0 

Our website was insane with activity 
while the Webrunner contest was run- 
ning—a testament to the ultimate cool- 
ness of the promotion, | guess. If you 
missed out, well, you should feel sorry 
for yourself. But don’t wallow in misery: 
the first Webrunner was so popular 
that we have plans to put up something 
similar on our website this summer. 

Do yourself a favor and check it out! 


And for Our Next Trick... 

Netrunner’s hit the stores like a Blood- 
hound on a Fall Guy. But is that enough for 
us? Nope, it sure isn’t. We already have 
several new Netrunner products in devel- 
opment for 1996. First there is the release 
of the unlimited edition of Netrunner, 
which you can expect sometime early this 
summer. Then, in August or September, 
look for the first Netrunner expansion, 
codenamed Flinch. The name is an 
acronym of “Fear and Loathing in Night 
City,” the subject line of Richard Garfield’s 
first email to Jim Lin about the expansion 
(we are still trying to figure out if the extra 
hat the end actually stands for some- 
thing). To round out the year, we have 
plans to turn up the ether-heat by bringing 
out a compendium of game rules, deck- 
construction tips, and strategy advice, 
which should stim the cortices of hardcore 
hackers and netspace novices alike. Look for 
this Netrunner player’s guide to be out in 
time for Christmas. 

If you are already looking for more than 
Netrunner one-on-one, keep an eye out 
for Netrunner tournaments. The first offi- 
cial constructed-deck tournament will be 
held at the Origins” game convention in 
Columbus, Ohio, in early July. (See The 
Duelist Sideboard for more information.) 
Look for other Netrunner tournaments 
and events to be held throughout the year. 
For those of you playing the home game, 
you can obtain a copy of the Netrunner 
sealed-deck and constructed-deck rules by 
contacting Wizards of the Coast Customer 
Service, by checking out the Wizards of 
the Coast website, or by asking your 
local retailer. 

| have already risked exposing myself 
by divulging this much information. But 
before | go, | have to let you know abou— 


IMMINENT 


Kevin was going to give us a bio, but he was 
recently mind-wiped when he tangled with a 
piece of low-level black ice. His memory is 
expected to return. 


a 
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OMSA KIYOTE’S DECK could 
only hold a spare assortment of 
icebreakers after he had down- 
loaded its main cargo from his 
patron, and he was very nervous 
about making the run. 

He was lying back on a couch in the 
flat in downtown Night City, getting 
himself psyched. The gray light of the 
window struck somber highlights from 
the rich leather upholstery of the couch. 
Tomsa allowed himself to be distracted 
for a moment by the luxurious apart- 
ment and wonder idly whose 
it was. 

His patron always had an 
empty flat waiting for him, 
utilities paid up, in every city 
he fled to after stealing data in 
the Net. It was one of the 
fringe benefits of working for 
a rogue AI.’Tomsa could gen- 
erally gauge the difficulty of 
the run ahead of him by the 
quality of the apartment the 
AI chose for him. 

This was the nicest one yet. 

Tomsa decided, finally, that 
he'd waited long enough. He picked up 
the end of the fiberoptic line from the 
deck in his lap and inserted its fat needle 
into his temple jack; then he punched a 
button on his deck to set it to level- 
eleven immersion, which was higher 
than he'd ever dared go. At eleven he 
could be on fire in realspace and not 
know it; also, an otherwise benign 
mishap in the Net could cause shut- 
downs of his autonomic system, stop- 
ping his heart or lungs. 

But he would be fast, oh mother yes. 

He jacked in and found himself inside 
the Victorian suite that was his deck’s 
front end. He went to the wardrobe, 
pulled out a leather jacket and put it on, 
then removed a pair of mirrorshades 
from the right pocket. His personal icon 


Vect 


was a faithful representation of himself, | 
the shades were a nice accoutrement. But ! 
he didn’t wear the shades just to look ! 
bad. On a code level, they were actually a H 
sophisticated Reflector routine that 
would bounce back the detection signals i 
of many species of ice. i 

Beyond modifying the appearance of j 
his icon, the jacket he had chosen would j 
identify his destination to the secret door | 
that it was keyed to. Secret doors were i 
everywhere in the room. The cheval glass | 


mirror was one door; the space under the | 
| 


bed was another. But the one that would 
take him out into the Pacifica Region 
was located at the back of the wardrobe 
—not particularly original, but he had a 
soft spot for the stories of his youth. He 
pushed the other garments aside and 
stepped through, subvocalizing the pass- 
word as he went. 

Separated from each other by astro- 
nomical distance, the neon grid lines of 
the Net and their black, star-filled firma- 
ment tumbled into place around him. 
He was riding high above the pulsing 
line of the long-distance link, colored 
red by his deck’s program to separate his 
path from the white lines around him. 
Fixed polygons—whole cities—blinked 
by on nearby lines, giving perspective on 
the bullet speed of his flight. Farther out, 


B KRUGER 


oF 


a gigantic sprawl city, like a glowing 
coral reef, passed downstream in labored 


: parallax. He looked ahead just in time to 


see a bristling knot of glasslike shards 
along his course grow huge and swallow 
him within great canyons of data. His 
head spun from an inertialess ninety-de- 


| gree change of path as the deck took him 


into the preprogrammed Los Angeles 
subgrid. And then light and fine detail 
fell about him like heavy snow. 

He rezzed into a grassy field under a 
beautiful blue sky. He was a few yards 
away from the private long- 
distance link station, a no- 
nonsense cube whose walls 
were patterned in the cin- 
derblock that was the cheap- 
est graphics option that would 
pass Net Zoning here. The 
building was about twenty 
feet square. It was nestled in 
the corner of a pasture, just on 
the other side of a ramshackle 
wooden fence, and cows were 
grazing around it. On each 
of its walls was posted a no- 
trespassing sign: Béte Noire 
Security Enterprises, Keep Out. There 
was a lot of manure around the building. 
He couldn't smell it—the scenery sim 
had no olfactory component—but he 
could hear the flies buzzing. 

The fence was the first line of defense; 
the flies were the second. 

He'd scoped out the fort earlier and 
taken a recording of the scenery, which 
he'd brought back to his launching room 
and analyzed. The fence was a code gate 
that would alert the rest of the system if 
the pass wasn't given. The flies moved 
about the fort in a telling pattern: they 
were collectively a sentry of some sort. 
However, it was not at all clear what sort 
that was. 

Tomsa zipped up the chest pocket of 
his leather jacket, and a nimbus around 
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his icon told him that his 
invisibility routine had been 
activated. He reached into 
his open side pocket and 
produced the glass ball that 
represented the Code- 
cracker. When the ball 
glowed green, he knew he 
was good to go. The fence 
remained quiet as he 
jumped it, and he strode up 
to the bunker. 

He was dismayed to see 
the flies coming together in 
a black cloud directly in line 
with his approach. He side- 
stepped, and the cloud 
shifted in the same direction—their 
detection routines were good. 

He took a deep breath and then went 
to work, sending thought commands to 
set off a cascade of routines. Even as he 
brought up his menu display in his right 
peripheral view, he queued up and then 
executed two routines. 

A Flak program rezzed out of thin air, 
ripping through the flies like a hundred 
phosphorous tracer rounds, a visual rep- 
resentation of detection routines hope- 
lessly confounded; the mirrorshades 
adjusted automatically to the barrage of 
line noise, filtering it down so that his 
view was plunged into deep darkness. 
Only Flak could be seen, squirming 
against the black background like persis- 
tence of vision behind closed eyelids. 
Then, made visible by its liquid reflec- 
tion of the surrounding glow, the second 
program, a thick, twisting cylinder 
known as Worm, erupted from the soil, 
latched onto the bottom of the bunker 
wall, and dissolved it with kneading, 
peristaltic convulsions of its mouth. The 
program pulled itself up through the 
wall, unzipping a line of mortar to a 
height of six feet, and then switched 
back along its own length. It made sev- 
eral passes, up and back down and then 
up again, trailing a widening gap behind 
it. The instant the breach grew wide 
enough, Tomsa tripped a routine to 
speed himself through, and the world 
blurred away as he connected with the 
link within and plunged along another 
LDL pathway. | 

This time he was on a proprietary con- | 
nect in a backwater of netspace, and there | 
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was no grid, were no stars, to 
keep him company. He was 
in the heart of the beast. 

There was but one line 
against the black back- 
ground, uniform and unbro- 
ken, and he experienced no 
feeling of movement until 
the code gate came swirling 
out of the darkness and he 
smacked right up against it: a 
right-hand spiral of light 
turning in on itself. His mir- 
rorshades flashed red light 
across his view, indicating 
that they were bouncing 
detection routines back at 
the gate. The gate wouldn't stand for 
much of this before it dropped his line. 
He took his best guess at the right move 
and executed a little something that he’d 
picked up on arun through employee 
records on another Béte Noire data fort. 

The 3-D white-light construct of a 
human brain revolved in the air before 
the code gate. The center of the spiral 
retreated like a stung worm, unwinding 
from the center out, until there was a 
hole in it big enough to admit the 
“brain.” The code gate sucked the graphic 
in, and then its spiral closed over it. 

Tomsa had seen gates like this that 
were Cortical Scanners, but he wasn’t 
sure about this one; he was crossing his 
fingers. Even then there was no guaran- 
tee that it would accept the MRI scan as 
being feedback from its own detection 
routine. 

Tomsa‘d originally picked up the scan 
on a quest to find potential inside part- 
ners. His patron could use neuropsych 
records to find disaffected employees just 
ripe for turning coat, and this scan was 
from one of those. He hoped the em- 
ployee had not been let go; this was the 
only scan he had on hand. 

The gate spoke: “Welcome, Dr. Ne- 
shai. Password, please.” 

Password? A brain scan and a pass- 
word? Tomsa glanced left to his menu 
for support. Then the bottom of his 
stomach dropped. The Codecracker was 
not there. He reached in his pocket to 
double-check, and sure enough, it was 
empty. The cloud of flies must have 
taken it out in the confusion. What's 
more, he'd jettisoned his Raffles program 
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before the run to make room for the spe- 
cial package his patron had given him. 
Still, his mind railed irrationally against 
defeat. 

He thought hard about the file he'd 
lifted that had included the brain scan. 
What was the guy’s wife’s name? What 
department had he been in? 

He started to sweat. He couldn't focus 
his thoughts. 

“Password?” the code gate asked in a tone 
that let him know time was running out. 

It was no use. The odds of guessing a 
password cold were worse than the odds 
of pulling up a royal flush in five-card 
draw. He had failed, and his failure 
would put the system on alert. They'd 
move what he was looking for, and it 
would take him years to find it. 

“This is the final call for password, Dr. 
Neshai.” 

Dejected, he groaned an in-your-face 
expletive at the gate. 

And to his astonishment the spiral un- 
raveled until it was a hoop of light open- 
ing into a well-lit corridor. 

“Memo from security, Dr. Neshai: 
‘This is the third warning. You have not 
changed your password in eighteen 
months.’ Would you care to leave a new 
password now?” 

Tomsa repeated the phrase, as no 
doubt the frustrated Neshai had time 
and time again. He wished he could 
shake the tech’s hand. 

“Password recorded. You may proceed.” 


HE CORRIDORS of the data fort 

were antiseptic white. Light filled 

them from no determinate source. 

Tomsa had been in forts con- 

structed to look like dungeons, 

even one made to look like the 
guts of some extraterrestrial creature. The 
absence of menace was not a comfort: it 
merely meant there would be no warning 
when he broke the invisible boundaries 
respected by the regulars. He queued a 
Speed Trap, but didn’t run it yet. He cut 
his auto movement, causing his body sim 
to kick in so that he could feel himself 
standing in the corridor, and then he 
took off walking. There was a T-branch 
to the right. He popped the Speed Trap, 
and a flat view screen rezzed in the air in 
front of him, giving him a picture of 
what was around the turn. 


The screen blipped and then showed 
him the image of an empty corridor sim- 
ilar to the one he was in. The blip was 
probably just line noise. But he wasn’t 
stupid enough to go forward on that as- 
sumption. He accessed the buffer on the 
Trap and rewound, then advanced the 
frames one hundredth-second sample at 
a time. 

Oh, Hell. 

The viewscreen showed him the 
image of a skeletal figure with glowing 
red eyes and hung with dirty tatters of 
clothing. In just three frames, a slot 
opened in the floor beneath its feet, and 
it sank out of sight. 

It was a Liche. The blackest kind of 
black ice. Erase your forebrain and 
rewrite it to make you a slave to its cor- 
porate masters. Somehow it had gotten 
feedback on the Speed Trap, which 
meant it could be pinning down his loca- 
tion even now. 

Tomsa sang the fastest, lowest-level 
code song he could sing, praying he didn’t 
miss a note: queuing a Killer, setting the 
parameters of its action, deploying it. 

Just then the floor opened up before 
him and exhaled the Liche like a death 
rattle. Tomsa’s Killer came to his rescue 
just in time, and a katana flashed out to 
intercept the Liche’s groping skeletal 
arm. The sword was there before the rest 
of the Killer, which was a risky configu- 
ration, but it seemed to be working. The 
body rezzed in a second later. A samurai. 
Silk and lacquered armor. With his other 
hand, the samurai drew the wakizashi at 
his belt as the Liche plunged forward. 
Suddenly both the Killer and the Liche 
froze, as if caught together in a program 
loop. The samurai’s short sword was 
lodged between the Liche’s cervical ver- 
tebrae, bending the Liche’s head in the 
opposite direction. Straining to twist the 
blade, the samurai grunted as the pha- 
langes of the Liche’s hands raked the air 
toward him. 


Fortunately, the Killer prevailed. “Hai!” ! 


he yelled triumphantly, and the Liche’s 


head twisted off with a pop. The samurai ; 


spun on his heels, sheathed his swords 
with a hiss of steel that ended in a curt 
double-click of hilts, and bowed to 
Tomsa as the Liche melted into the floor. 
Tomsa bowed back, even as he derezzed 
him to free up RAM. 


HE LICHE was not 
planted where it was 
at random. The hall 
seemed to contract as 
Tomsa walked down 
it. Then he realized 
that its walls were shifting, 
losing resolution and disin- 
tegrating here, wavering 
there. The floor grew plastic 
and formed itself into a pair 
of arms with groping hands. 

He had stumbled into the 
territory of the AI that ran 
the data fort, the object of 
his quest. 

Tomsa’s patron was ever 
striving to increase its power in the Net. 
It would never put itself at risk of injury 
by attacking data forts, but a lone 
netrunner slave could hardly steal 
enough data to satisfy its appetites, so it 
had developed a unique solution: send a 
runner in to deliver a spore of itself into 
a corporation's core AI systems. Like a 
vector parasite spreading viral disease, 
Tomsa sought out corporate Als and de- 
livered a copy of his patron’s personality 
into their guts. The spore would assimi- 
late the AI and then flee back to its par- 
ent with all the data the subverted AI 
had commanded. 

Tomsa executed the spore-extraction 
routine in his deck and pushed full fast- 
forward on movement. 

The hall was now a treacherous narrow 
gauntlet of sinus rimmed by sharp geo- 


him as he whizzed by—everything from 
Liches to Hellhounds, simplified beyond 
recognition by systems not up to render- 
ing at such speeds. Black ice all around 
now, and at the speed he was pushing 
there was no way his Killer would be able 
to meet the threat. He glanced back at 
his line and saw the passage behind 


: completely blocked by a lattice of boiling 


polygons. This was it: he was already a 
dead man flying. 

Tf he tried to jack out now, the system 
would latch on to his cortex and squeeze 
it apart like rotten fruit in a vise. 

Shock seated itself in his brain as a 
calm, dreamlike objectivity as he settled 
into his hurtling flight. He began to 
chant a mantra of machine-language 
code, a kind of song, mentally poking 


into registers, claiming in- 
terrupts from his navigation 
routines, streamlining func- 
tions. But there was more 
than the ice threatening his 
composure. Tomsa’s normal 
experience of his deck was 
as a kind of guardian angel 
hovering overhead just out 
of view, responding fluidly 
to every nuance of his will. 
But now he struggled to 
wrest the attention of the 
deck from the extraction 
program, which was claim- 
ing its resources. He imag- 
ined the unfolding spore as a 
frantic animal, squirming and swelling in 
the confines of its undersized prison, try- 
ing to understand the parameters of its 
home, trying to reconfigure. It would be 
so easy to let it out now, before it was 
fully hatched. Before it could save him. 

One jabbing polygon caught him a 
glancing blow as he went by, and he lost 
feeling in the left side of his body. 

He careened off, heading for the wall. 

White light filled his head just before 
he made contact. The spore personality 
had fully extracted and then groped out 
of the deck looking for more memory. 
It was keeping the ice at bay. The tide 


; had turned. 


And then it was over, and the subverted 
Al jacked him out back into the apartment. 
It took several minutes for his heart to 


| stop its furious racing as he lay there on 
metric formations that stabbed inward at ! 


the couch, but he recovered fast, just as 
he always did. This time was close, and 
he would bring that to his patron’s atten- 
tion during their next meeting in the 
Net—it would probably earn him a few 
extra thousand. 

Every assignment seemed more ambi- 
tious. Sometimes he felt only horror for 
the day he ever stumbled upon the 
Wilderspace fortress where he was 
forced to choose between quick death 
and the Faustian deal. 

On the other hand, with what he was 
used to, what else was he gonna do fora 


rush? fi 


Bob Kruger, a freelance writer who grew 
up in Boring, Oregon, is the editor for 
Netrunner. He knows enough about com- 
puters to be a danger to himself but not to 
the Establishment. 
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Things may be tough for the 
new guy in Night City—but 
that doesn't mean you need to 
have a suitcase full of cards to 
enjoy Netrunner™. Learn the 
basics of limited-environ- 
ment deck construction with 
Netrunner developer Jim 
Lin, as he strips a starter pack 
and a booster into a lean, 
mean game-winning team. 


THE GCGRP*DECK 


Know the Economy 

et’s start by tackling the 

Corp deck. When build- 

ing a deck in a limited en- 
vironment, | have to keep one 
thing foremost in mind: I’m 
not going to have a lot of the 
cards I want. The “money 
cards” that fuel my Corporate 
engine, the “fast-processing” 
cards that help me process 
agendas in a single turn, and 
the “tag-and-bag” cards that 
let me burn the Runner are 
going to be few and far be- 
tween. To maximize my 
chances of pulling up the 
cards I want, I'll strip my deck 
down to the forty-five-card 
minimum. No fancy tricks like 
playing without forts or 
flatlining the Runner on turn 
two with this deck. I’m look- 
ing to set up the standard 
Corp defense: protect my 
hand and deck, and build a 
couple of strong forts in which 
to advance agendas. 

Keeping the harsh reality of 
limited resources in mind, let’s 
take a look at the Corp cards 
in the starter deck and the 
booster. I first sort all the 
agendas and ice, setting aside 
for the moment the nodes, 
upgrades, and operations. 
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Corporate Success, 
The Old-Fashioned 
Way: in a sealed-deck 


environment, where 


bits are few and far 
between, <a. . 
Hee ines 


Corporate Priorities 
Establish Your Agenda 

The first cards I'll choose for 
my deck are the agendas. 
Agendas are the backbone of 
the Corporation deck. By 
controlling the number and 
kind of agendas, I control the 
course of the game. 

When I’m choosing agen- 
das for the deck, the first 
thing I consider is how diffi- 
cult the agenda is to score. 
Agendas of high difficulty 
(6 or 7) may have great abili- 
ties; but in a sealed-deck 


—7 


game, where fast-processing 
cards are scarce, I’ll often have 
to leave them in the fort for a 
long time as I advance them, 
affording the Runner extra 
chances to steal them. For this 
reason, I immediately toss out 
my two agendas with a diffi- 
culty of 6 or more, Subsidiary 
Branch and Corporate Boon. 
When I consider the lower- 
difficulty agendas, I look for 
agendas that have great abili- 
ties or that are casy to score 
but give a fair number of 
agenda points. I’ll always need 


cash, so I first look for any 
agendas that generate bits. Of 
the six of these I have, four 
will pay off when scored 
(Hostile Takeover, two copies 
of Marine Arcology, and 
Corporate Retreat), all of 
which I'll play with. On the 
other hand, Corporate 
Downsizing and Corporate 
War might not pay off. Cor- 
porate Downsizing will give 
me bits if I have agendas in 
HQ that I want to shuffle 
back into R&D, which is use- 
ful for getting excess agendas 
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out of my hand. At 3 difficulty 
and 2 agenda points, it’s a fair 
deal in terms of agenda 
points, so I'll play with it. Be- 
cause I have plenty of low-dif- 
ficulty agendas in my deck, I 
wouldn’t play with Corporate 
War, even though it returns 3 
agenda points for its 3 diffi- 
culty: it gives me bits if ] have 
12 or more bits already in my 
pool but costs me all my bits if 
I don't, which makes it too risky. 

In sealed-deck games, I find 
I need eight or nine agenda 
cards in my deck (especially if 
I don’t have much fast pro- 
cessing) so that I’ll have agen- 
das early in the game with 
which to score a few quick 
points before the Runner has 
his or her offense ready. This 
means I need at least three 
more agendas, worth at least 8 
agenda points. Of the remain- 
ing agendas, Netwatch Oper- 
ations Office has the nice 
ability of allowing me to trace 
and tag the Runner, but it has 
the highest difficulty of the 
remaining agendas, so I'll only 
play with it if it turns out I 
have lots of cards that affect a 
tagged Runner. I decide not to 
play with Netwatch Opera- 
tions and instead take my re- 
maining three agendas, each 
of which is 4 difficulty (Main- 
Office Relocation, Employee 
Empowerment, and On-Call 
Solo Team), giving me eight 
agenda cards worth a total of 
19 agenda points. (Hostile 
Takeover, one of the money 
agendas I decided to hold on 
to, is worth only 1 agenda 
point, which means I don’t 
need it in this deck, but having 
eight agenda cards is impor- 
tant enough to justify it.) 


Protect Your IP 

Ice is the next most important 
element in a Corp deck. 
Without a good complement 
of ice to secure both the cen- 
tral and subsidiary data forts, 


the Corporation is guaranteed 
to lose. I sort my ice into four 
categories: ice that doesn’t end 
the run, and the walls, code 
gates, and sentries that do end 
the run. I'll want over a third 
of my cards to be ice that end 


Quandary, Keeper, Mazer, 
and two copies of Filter. 
Mazer’s strength (5) is high 
enough that even with a good 
code-gate breaker it’s expen- 
sive for the Runner to pass, so 
I choose it and then select 
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STRENGTH IN DIVERSITY: Playing with an array 

of sentries that trash programs (D'Are Knight), do 

damage (Cerberus), and trace (Asp) will keep your 
opponent running scared. 


the run; in a forty-five-card 
deck I’ll shoot for sixteen or so 
ice that end the run and possi- 
bly a few more pieces of ice 
that don’t. 

Each type of ice has its own 
merits and drawbacks. Walls 
and code gates tend to be ef- 
fective early in the game, be- 
fore the Runner gets 
icebreakers in play and until 
he or she has the bits to use 
them; they're cheap to rez, but 
they’re also cheap for ice- 
breakers to crack. Sentries 
usually have nastier effects 
than walls and code gates and 
are more effective later in the 
game, being more expensive to 
rez but more expensive for a 
Runner to pass. 

T usually play with four code 
gates and four walls, enough 
to ensure that I’ll get some 
cheap end-run ice early in the 
game, and yet not so much 
that I'll end up with too many 
walls and code gates in my 
hand later in the game. In this 
deck, there are only four walls 
(Fire Wall, Crystal Wall, 
Data Wall 2.0, and Laser 
Wire), so I'll play with all of 
them. There are six code gates 
to consider: Sleeper, 


Keeper as my second high- 
strength code gate. I look at 
the smaller code gates and de- 
cide to keep both Filters; al- 
most all icebreakers that can 
break code gates have strength 
2 or more, so in the absence of 
cards that boost the strength 
of ice (cards I probably won't 
have in sealed deck), Filter 
(strength 0) often acts effec- 
tively as a cheaper version of 
Sleeper (strength 1) and 
Quandary (strength 2). 

In choosing my end-run 
sentries, I'm looking for 
strength in diversity. I gener- 
ally like to play with a few 
each of end-run sentries that 
trace (flatlines, firestarters, 
etc.), do damage (black ice 
and the like), and trash pro- 
grams (killers). My deck only 
has two killers, D’Arc Knight 
and Triggerman, so I plan to 
play with both. Cerberus and 
Cortical Scrub are my only ice 
that do damage, so I'll use 
both of these as well. 

Next, I look at my tracing 
ice, which has high strength 
for its rez cost and can shut 
the Runner down when he 
or she is low on bits. Of my 
two expensive tracing ice, 


Homewrecker and Cinderella, 
Cinderella is the one I choose 
to play with; the fact that it’s 
very expensive for a Runner to 
break strength-6 sentries 
makes it worth the 8-bit rez 
cost. I’ve now got a lot of ex- 
pensive sentries, so I'll need 
some cheaper ice to balance 
them out. My cheaper tracing 
ice are Rex, Fang, and two 
copies of Asp; I pass on Rex, 
which is only strength 3, and 
play with one Asp and Fang, 
both strength 4. 

Playing with too much ice 
that requires a trace attempt 
to end a run is risky because a 
Runner well supplied with 
link cards can pass the ice 
without breaking the subrou- 
tines, so I limit myself to three 
tracing ice and select my one 
remaining end-run sentry, 7 in 
the Face, as my eighth sentry. 

Now consider adding 
some of my non-end-run ice 
to my complement of de- 
fenses. Data Darts seems like 
the best deal: it’s cheap for a 
strength-3 sentry that can do 
3 Net damage, and it prevents 
the Runner from breaking any 
subroutines on the next ice en- 
countered—as good as ending 
the run when placed in front 
of end-run ice. Viral 15 is 
harder to judge. The first sub- 
routine, which causes the 
Runner to pay to jack out, is 
unexciting. The second causes 
the Runner to trash a program 
after passing each piece of ice, 
but later in the game the Run- 
ner may be happy to sacrifice 
programs to pass Viral 15 if he 
or she is about to score the 
winning agenda. I decide not 
to play with Viral 15; I also put 
aside my two ice that tag the 
Runner (Fetch 4.0.1 and Data 
Raven), since I don’t yet know 
if I have enough cards that are 
used to follow up tags with 
some damage or other nasty 
effects. This leaves me with 
seventeen ice in my deck so far. 
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GREAT SAVINGS: Fast-processing (Chicago Branch), 

money (Night Shift), and “tag-and-bag" cards (Trojan 

Horse) let you advance agendas quickly while slowing 
down the Runner's attempts to steal them. 


Corporate Expansion 
Flesh It Out 

Once I’ve chosen the agendas 
and ice, I can flesh out the 
deck with nodes, upgrades, 
and operations. Instead of 
sorting these by card type, I 
sort them by functionality: 
cards that allow me to process 
agenda more quickly, cards 
that give me money, cards that 
give or take advantage of tags, 
and the usual assortment of 
“other” cards. 


Promote Efficiency 

The more fast-processing 
cards I have, the better my 
chances of outracing, and 
outscoring, the Runner. Thus, 
almost any card that allows 
me to process agendas quicker 
than normal is a keeper. (The 
exceptions to this are cards 
that require me to distribute 
advancement counters among 
several nodes or agendas.) In 
this starter deck I’m fortunate 
to have quite a few fast-pro- 
cessing cards. I have the node 
Chicago Branch, two copies 
of the operation Management 
Shakeup, the operation Sys- 
tematic Layoffs, and the oper- 
ation Overtime Incentives. I 
plan to play with all five of 
these cards. This happens to 
be as much fast processing as 
I’ve ever seen in a sealed-deck 
pool of cards. Even so, it’s less 
than is optimal for including 
agenda of high difficulty, and 
T'm confirmed in my decision 
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not to include the 6-difficulty 
agendas. On the other hand, 
T'm confident I don’t need 
more than my eight agenda 
cards: the fast processing will 
increase my chances of scoring 
any given agenda that comes 
into my hand, so I don’t need 
to make much allowance for 
loss of agendas to the Runner. 


Improve Your Cash Flow 
Corporations are in it for the 
money, and I’m no exception. 
Any operation that nets me 
more than 1 bit is probably 
worth playing with. In the 
deck and booster I’ve opened, 
there are three such cards 
(Night Shift and two copies 
of Efficiency Experts), all of 
which I plan to play with. I 
also have three money nodes 
of two different varieties. 
Nodes like Holovid Campaign 
give me bits each turn without 
costing me additional actions. 
Because of their high trash 
cost, these cards can often be 
installed and left unprotected 
by ice for several turns. BBS 
Whispering Campaign and 
Rockerboy Promotion are a 
different variety of money 
node that let me take actions 
to gain more bits than normal. 
Usually I'll install one of these 
nodes on one turn, rez it the 
next, and get as much out of it 
as possible before the Runner 
can trash it. Since these cards 
involve little risk, I plan to use 
all three of them in my deck. 


The other money cards I 
have require taking more risk. 
Iset aside Spinn® Public Re- 
lations and Information 
Laundering to consider later 
because they require many ac- 
tions and a lot of protection to 
make a profit. I also set aside 
my weird money card, ACME 
Savings and Loan, which 
gives me lots of bits but then 
taxes me for the rest of the 
game and requires that I 
spend 1 agenda point to use it. 


Eliminate the Competition 
There's nothing like tag-and- 


= Corporate Downsizing 

@ Corporate Retreat 

= Employee Empowerment 
= Hostile Takeover 

= Main-Office Relocation 

1 Marine Arcology (x 2) 

= On-Call Solo Team 

« Corporate Boon 
Corporate War 

4 Netwatch Operations Office 
4 Subsidiary Branch 


Ice 

mAsp 

m Cerberus 

= Cinderella 

= Cortical Scrub 
@ Crystal Wall 
w D/Arc Knight 
@ Data Darts 

™ Data Wall 2.0 
m Fang 

mFilter (x 2) 

@ Fire Wall 

= Keeper 

m Laser Wire 

= Mazer 

mw min the Face 
m Triggerman 
a Asp 

a Data Raven 
4 Fetch 4.0.1 

a Homewrecker 


bag cards for scaring the Run- 
ner a little, slowing him or her 
down, wasting his or her re- 
sources, and maybe, if I'm 
lucky, doing some serious 
damage. Looking through my 
“bag” cards (those whose ef- 
fects require that the Runner 
be tagged), I see two that 
seem worth playing: Scorched 
Earth, which does 4 meat 
damage and has a pretty de- 
cent shot at flatlining the 
Runner, and Closed 
Accounts, which destroys the 
Runner's bit pool. The other 
cards, Netwatch Credit 


4 Quandary 
a Rex 

4 Sleeper 

a Viral 15 


Nodes 

= BBS Whispering Campaign 
= Chicago Branch 

@ Experimental Al 

= Holovid Campaign 

= Information Laundering 
m Rockerboy Promotion 

m Virus Test Site 

@ ACME Savings and Loan 
‘@ Spinn” Public Relations 
4 Cowboy Sysop 

4 Newsgroup Taunting 

4 Setup! 


Operations 

Audit of Call Records 

@ Closed Accounts 

1m Efficiency Experts (x 2) 

™ Management Shakeup (x 2) 
m Night Shift 

= Overtime Incentives 

'@ Planning Consultants 

m Scorched Earth 

im Systematic Layoffs 

@ Trojan Horse 

4 Netwatch Credit Voucher 
4 Power Grid Overload 


Upgrades 

m Red Herrings 

« Chimera 

4 Olivia Salazar 

4 Turbeau Delacroix (x 2) 


KEY: Min A Out @ Possible substitution 
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Voucher and Power Grid 
Overload, are harder to use 
effectively, so I won't play with 
them.Given these cards, I de- 
cide I’m not going to make a 
major tag-and-bag effort with 
this deck. 

Of the cards that give tags, 
Trojan Horse and Audit of 
Call Records are keepers, 
since they let me tag the Run- 
ner on my turn when he can’t 
do anything about it. Since I 
only need to include enough 
tag-and-bag cards to scare the 
Runner, I wouldn't include 
any of the tag-and-bag agen- 
das and ice I set aside before, 
nor will I play with either of 
my two copies of Turbeau 
Delacroix, which tags the 
Runner on his or her turn. 


Evaluate Your Stock 
By now I have forty cards in 
my deck and three on hold, 
leaving me with two to five 
more slots to fill. With this in 
mind, I look through my 
“other” cards (Virus Test Site, 
Experimental AJ, Planning 
Consultants, Red Herrings, 
Cowboy Sysop, Setup!, News- 
group Taunting, Chimera, and 
Olivia Salazar) and identify 
four that have a lot of 
promise. Two of these are ad- 
vanceable traps, which the 
Runner might mistake for 
agendas: Virus Test Site does 
2 Net damage per advance- 
ment counter, and Experi- 
mental AI trashes one 
program per advancement 
counter. I also decide to play 
with Planning Consultants, 
which lets me arrange the top 
five cards of my deck (great 
deck management!), and the 
upgrade Red Herrings, which 
makes it very costly for the 
Runner to steal my agendas. 
The other cards just don’t 
look that good. Cowboy 
Sysop and Newsgroup Taunt- 
ing are nodes (which require 
protection) with powers that 


If You're Broke, 


You'd Better Fix It: 

in sealed-d the 
Runner has to be clever 
about identifying 
money-saving cards 
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aren't spectacular. Setup! is 
another trap-type card, but 
T’ve already got two advance- 
able, and therefore better, 
traps in the deck. Chimera 
only affects daemons, which 
the Runner probably doesn’t 
have, and Olivia Salazar saves 
me money up front but costs 
me money in the long run. 
None of these cards seem use- 
ful in this deck. 


Review the Budget 

At this point I've chosen 
forty-four cards, so I look 
again at the three “risky” 
money cards (Spinn® Public 
Relations, Information Laun- 
dering, and ACME Savings 
and Loan) to decide which 
one to play. In the end, I 
choose to include Information 
Laundering, since it seems 
like the potential payoff is 
highest there and it works well 
with my trap cards (it’s an- 
other card that I'd advance 
more than once). 

The final draft of my Corp 
deck looks pretty good (see side- 
bar). Tl set it aside for the mo- 
ment and see what I can do with 
the Runner deck and the re- 
maining cards from the booster. 


The Net on 25 eb a Day 
ust like a startup Corp, the 
new Runner lives with un- 
comfortable constraints on 

his or her business activities. 

First of all, as a Runner I’m on 

a tight budget: money sources, 

especially “pure” money cards 

(cards that give me bits usable 

for anything), are scarce, so I 

need to find creative ways to 

get more bits from “specialty” 
money cards (cards that give 
bits I can spend only for a spe- 
cific purpose) as well as cards 
that don’t directly give me bits 
but that save me money. Sec- 
ond of all, I’m not going to be 
able to rely on many cards that 
let me search through my 
deck, draw extra cards, or oth- 
erwise guarantee that I get 
that crucial icebreaker or pro- 
gram out at the right time. 

That means I'll have to pack 

light—forty-five cards. 

The combination of little 
money and limited search ca- 
pabilities means I have to take 
more actions drawing cards or 
bits, and therefore fewer ac- 
tions making runs, than I'd re- 


ally like. Thus, if 1 don’t want 
the Corp to roll over me be- 
fore I get going, I’m going to 
need to find ways to slow the 
Corp down while making my 
runs as effective or as damag- 
ing to the Corp as possible. 
Slick maneuvers are well and 
good, but I can't afford to 
waste any actions, so cards 
that don’t contribute to my 
core actions (making runs, 
getting money and cards, and 
installing cards) better be ex- 
tremely useful. It may cramp 
my style alittle, but Pll still 
keep some tricks up my 
sleeve... 

To see how these con- 
straints can still turn out a de- 
cent deck, let’s run through 
another example: tuning the 
Runner starter deck with the 
remaining cards in the 
booster. First, I sort these 
cards into icebreakers and 
non-icebreakers. 


Break the Ice 

Get Armed and Dangerous 
At the core of the Runner 
deck are the icebreakers, so 
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these are the cards I choose 
first. In general, I play with 
three each of the major types 
of icebreakers (wall, code- 
gate, and sentry breakers), and 
sometimes add specialized 
icebreakers. Within each of 
the categories of ice, I try to 
play with at least one “small” 
icebreaker that’s only useful 


Of the five wall breakers to 
chose from, Worm, a small 
icebreaker, and Hammer, a 
flexible icebreaker, are both 
affordable strength-2 wall 
breakers that are worth keep- 
ing. I rule out Grubb, since 
it’s unusual for the Corp to 
have lots of walls in a sealed- 
deck game. The remaining 


| 
| 
| 


I'LL TAKE ONE OF EACH: Playing with a small, 
a large, and a flexible icebreaker (Wizard's Book, Raffles, 


and Codecracker) in each 


category helps maximize 


your offensive abilities. 


against small ice and one 
“flexible” icebreaker that is 
moderately economical 

» against both large and small 
ice. Since “large” icebreakers 
that are effective against large 
ice can be hard to install early 
in the game, I often skimp on 
_ these, especially large wall 

_ breakers and code-gate break- 
ers, as high-strength walls and 
~ code gates are less common 
than large sentries in sealed- 
deck play. Putting nine to 
eleven icebreakers in my deck 
ensures that I get enough early 
in the game without having 

~ my hand clogged with them 
later on. 

In this set of cards I have an 
unusually large selection of 
icebreakers. When I separate 
them into wall, code-gate, sen- 
try, and generic icebreakers, I 
find I only have three code- 
gate breakers to choose from 
(Wizard's Book, Raffles, and 
Codecracker). Conveniently, 
they are a small, a large, anda 
flexible code-gate breaker, re- 
spectively, so I’m happy to play 
~ with all three, though Raffles 
is a bit expensive. 
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choice is difficult, but I opt for 
Japanese Water Torture over 
Ramming Piston. Even 
though Japanese Water Tor- 
ture is fairly expensive to get 
out (7 bits), it is good against 
the small walls I’m likely to 
encounter in sealed deck. 
Also, Japanese Water Torture 
is small and isn’t “noisy,” so it 
combines well with cards that 
reduce ice strength and with 
stealth cards. 

Talso have five sentry 
breakers: Raptor, Shaka, 
Loony Goon, Codeslinger, 
and Black Dahlia. Most of the 
sentries I'll be facing will have 
multiple subroutines, so it’s 
important to have icebreakers 
like Shaka and Loony Goon, 
both of which can break mul- 
tiple subroutines cheaply; this 
also gives me a small and a 
flexible icebreaker, respec- 
tively. I reject Codeslinger, a 
small sentry breaker, since it is 
expensive and useless against 
4-or-higher-strength sentries. 
The choice between the re- 
maining sentry breakers is 
tough. Black Dahlia is much 
more expensive to install than 


any of the other sentry break- 
ers, but is also the only sentry 
breaker I have that is espe- 
cially effective against high- 
strength sentries. In the end, 
though, I decide to not play 
with Black Dahlia and instead 
go for Raptor, which is 9 bits 
cheaper and only costs 1 bit to 
increase strength; it’s much 
more useful earlier in the 
game and will not be too bad 
against big ice later in the 
game. 

Of my two flexible ice- 
breakers, Flak and Krash, 
Flak offers a more interesting, 
though risky, deal: quite a few 
sentries (especially high- 
strength sentries) are AP, and 
Flak can defeat these cheaply 
(this makes me feel better 
about not including Black 
Dahlia). I reject Krash as 


being too expensive to use. 


Penetrate The 
Datasphere 

Once I've settled on these core 
cards, I can choose the opera- 
tions, resources, hardware, and 
prep cards that complement 
them. I divide my remaining 
cards into groups correspond- 
ing to the abilities I'll need to 
improve my deck: deck ma- 
nipulators, money and 
money-saving cards, base-link 
and tag-avoidance cards, cards 
that make runs more effective, 
MU cards, cards that slow the 
Corp down, and the inevitable 
“other.” 


A Card in the Hand Is Worth 
Two in the Deck 

I may have icebreakers that 
can deal with anything the 
Corp can throw at me, but if I 
don’t get them into play, I 
might as well have left them 
out of the deck. For this rea- 
son, almost any cards that let 
me manage my stack effi- 
ciently are very good. My deck 
has six of these, of which 


Temple Microcode Outlet, 


Jack’r Joe, and If You Want 
Tt Done Right..., are cheap to 
play and certainly worth in- 
cluding. Mantis, Fixer-at- 
Large and Bodyweight™ 
Synthetic Blood are both 
more expensive to play, but 
their power makes them 
worth the price; Mantis lets 
me search my deck for any 
card, and Bodyweight Syn- 
thetic Blood lets me draw five 
cards. The Short Circuit re- 
quires spending a number of 
actions, but since it allows me 
to search for those all-impor- 
tant programs, this cost seems 
well worth it. I choose to play 
with all six of these cards. 


Keep The Dough Rolling In 
Since cash is so hard to come 
by in a sealed-deck environ- 
ment, I'll want to play with all 
but the riskiest pure money 
cards. I only have five of these. 
Short-Term Contract and 
Score! pay for themselves al- 
most immediately and are 
thus almost risk-free. Broker 
and Rigged Investments are 
riskier because they require a 
number of turns to pay off 
their initial investment. Bro- 
ker guarantees me an efficient 
source of money for the rest of 
the game, though, so it’s 
worth it. Rigged Investments 
is the weakest of these money 
cards, but it is still worth play- 
ing with in hopes of getting it 
out early in the game. Edited 
Shipping Manifests takes a 
little more work to use, since it 
requires a successful run on 
HQ, but the card can give me 
such a large boost (9 bits net) 
that it is worth playing—as 
long as I remember to leave 
myself an action to remove 
that tag! 

To augment the deck’s 
rather limited supply of pure 
money cards, I’ll need to in- 
clude cards that provide spe- 
cialty bits or that effectively 
serve as money cards. I’m pri- 


marily interested in bits that 
will help me complete suc- 
cessful runs; thus, cards that 
give me bits for runs, ice- 
breakers (even only for killers, 
the most expensive and most 
needed icebreakers), or in- 
stalling icebreakers or other 
programs are all desirable. Of 
the specialty bit cards I can 
choose from (ZZ22 Speed 
Chip, Cloak, Vewy Vewy 
Quiet, Raven Microcyb 
Eagle, Parraline 5750, Lu- 
cidrine™ Booster Drug, and 
Hell’s Run), all but Hell’s Run 
aid my runs and are therefore 
worth playing (even the drug 
that does brain damage!). 
Lalso scout out the money- 
saving cards, which are those 
that save me bits in some way, 
especially during a run. These 
include cards that prevent Net 
and especially brain damage, 
because I won't have to bother 


spending bits to break 


Arasaka gives me an advan- 
tage over the Corp in high- 
cost trace attempts. With 
Access to Arasaka in play at 
the same time as Back Door 
to Hilliard (which is better 
than Orbital Air at low levels), 
I will be virtually impossible 
to trace. The program 
Baedeker’s Net Map is an- 
other extremely cheap way of 
increasing link, but it takes up 
valuable MU, so I leave it out. 
J also decide to include The 
Springboard in my deck. It 
let’s me pay 1 bit to increase 
my link after the Corp has re- 
vealed how much it is spend- 
ing, so it functions as another 
money-saving card by keeping 
me from wasting unnecessary 
bits on traces. 

Not only do I need cards 
that will defeat trace attempts; 
also need cards that let me 
avoid tags. Since all of my 


to avoid a tag, their extra abili- 
ties will often not get used, so 
I don’t include them. 


Improve Your Efficiency 
Now that I’ve got the means 
to breach the Corp’s defenses 
and cope with its efforts to re- 
taliate, I need to think about 
how to make my moves 
against the Corp as effective 
as possible. This deck has sev- 
eral cards designed to make 
runs more effective: Custodial 
Position, R&D Interface, two 
copies of HQ Interface, Kil- 
roy Was Here, andI Spy. The 
first four cards let me access 
more cards from central data 
forts when my run is success- 
ful. This is a good way to 
avoid having to make extra 
runs, so I include all of them 
except the second HQ Inter- 
face (it’s too expensive to put 
two in play). Kilroy Was Here 


bits; unfortunately, it is a pro- 
gram, and its effectiveness 
often depends on when in the 
game I get it. I decide not to 
play with I Spy for now. 


If You Can't Beat ‘Em, 

Stall 'Em 

Even with ways to enhance 
the effectiveness of my runs, if 
the Corp gains too much of a 
lead, I'll probably still lose. 
Thus, I want to include cards 
in my deck that can slow 
down the Corp's develop- 
ment. I only have a couple of 
options, both viruses: Cock- 
roach, which makes the Corp 
discard cards at random when 
it must discard, and Fait Ac- 
compli, which increases the 
difficulty of all agendas in- 
stalled in a particular fort. 
Both of these cards have ad- 
vantages: if the Corp gets 
enough Cockroach counters, 
it may be forced to waste 


subroutines that inflict 
that damage, and cards 
that weaken ice or en- 
hance my icebreakers. 
Militech MRAM Chip 
(as a way of offsetting 
brain damage), Clown, 
and Force Shield are all 


actions installing cards to 
avoid randomly discard- 
ing them, and the coun- 
ters Fait Accompli 
generates will force a 
Corp to waste actions 
each time it scores an 


worth playing; “Green 
Knight” Surge Buffers 

fits the description of a 
money-saver, but it does- 

nt prevent enough dam- 

age to be worth including. 
Base-link cards also count as 
money-savers, and I consider 
these and anti-tag cards next. 


Preserve Your Anonymity 
Link cards serve two pur- 
poses: they help me evade 
trace-tag cards, and they can 
also be a cheap way to get past 
tracing ice (making them a 
kind of money-saving card). I 
have five different cards that 
provide link. Back Door to 
Orbital Air and Back Door to 
Hilliard are useful for low- 
level traces, while Access to 


THE FOUR SEASONINGS: A healthy serving of deck-management 
Gack ‘n' Joe) and money cards (Score!), combined with a sprinkling 
of base-link (Back Door to Hilliard) and run-efficiency (Custodial 
Position) cards, will keep the Corporation stewing in its own juices. 


base-link cards and most of 
my pure money cards are re- 
sources that can be trashed if 
the Corp tags me, being 
tagged is dangerous. Of this 
deck’s four anti-tag cards, I'll 
play with Fall Guy, since it is 
cheap to play and use, and 
Nasuko Cycle, which has the 
drawback of being a bit ex- 
pensive but which is reusable 
and is not a resource. Leland, 
Corporate Bodyguard, and 
Nomad Allies are like Fall 
Guys with extra abilities for 
their higher cost, but since 
they will frequently be trashed 


allows me to trash cards I ac- 
cess from R&D at no cost, 
even if I usually couldn't trash 
them. This is useful when I 
can make two runs in the 
same turn: on the first run, I 
play Kilroy Was Here and 
trash the cards I access so that 
T'll access new cards on the 
second run. However, since it 
will often be difficult to com- 
plete two runs on R&D in 
succession, I’ll leave out Kilroy 
Was Here. I Spy’s ability 
makes the Corp choose be- 
tween exposing cards installed 
in a fort or spending a lot of 


agenda in the affected 
fort. Unfortunately, both — 
of these cards are pro- 
grams and take up MU. 
Cockroach seems more 
useful than Fait Accom- 
pli, since P'll often want to run 
HQ instead of subsidiary 
forts; I won't play with Fait 
Accompli, but I set aside 
Cockroach to reconsider later. 


Improve Your Memory 

Now that I’ve filled out the 
deck with the programs and 
other cards I need, I make 
sure I have enough memory to 
use them effectively. At a min- 
imum, I want to get 3 MU of 
icebreakers in play; I'll also 
want Flak in play for AP sen- 
tries as well as room for my 
four money-saving programs. 
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If Wicrotech Back Dive / 


DECK TOYS: Cards 
like Microtech 
Backup Drive and 
R&D-Protocol Files 
let you scout the 
competition and ob- 
tain the programs 
==) you need to defeat it. 


This means I could need a lot 
_ of MU. The hardware I’ve al- 
ready included only yields +1 
~ MU atatime, so I look to 
three additional cards that 
__ provide extra MU: Imp, 
WuTech Mem Chip, and 
Tycho Mem Chip. I decide to 
include all three of these 
cards, making it possible for 
me to have 6 or more MU 
worth of programs installed 


at once. 


The Final Touches 
So far I’ve included forty-one 
cards in the deck and set aside 
two more. I’m looking for four 
other keepers among the re- 
maining cards in the “other” 
category. Microtech Backup 
Drive and Forgotten Backup 
Chip let me recover programs 
that have been destroyed, and 
Forgotten Backup Chip also 
lets me recover programs I’ve 
_ discarded or lost to damage. 
T'll never be too happy about 
losing a program, but these 
two cards can turn something 
that would lose me the game 
into something merely 
painful, so I choose to play 
with both of these cards. 
Ihave enough link and 
anti-tag cards to be safe from 
cards that follow up tags with 
meat damage, so I don’t need 
Arasaka Owns You or Der- 
matech Bodyplating. All- 
Nighter’s ability of giving 
actions for multiple runs, 
while attractive, is often diffi- 
cult to take advantage of, so I 
leave it out. The remaining 
five cards let me scout the 
Corporation. Of these, 
Boardwalk and Deep 
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Thought seem extremely hard 
to use, since they require mul- 
tiple runs on HQ and R&D. 
Smarteye is more expensive to 
play, and in many cases I’d 
rather suffer a penalty from a 


~ wHQ Interface 
‘= Microtech Backup Drive 
‘m= Militech MRAM Chip 
m Nasuko Cycle 
m Parraline 5750 
m Raven Microcyb Eagle 
m R&D Interface 
m Tycho Mem Chip 
mWuTech Mem Chip 
= 7222 Speed Chip 
4 Dermatech Bodyplating 
& “Green Knight” Surge 
~ Buffers 
4 HQ Interface 


Preps . 

= Bodyweight™ Synthetic Blood 
‘= Custodial Position 

= Edited Shipping Manifests 
m Forgotten Backup Chip 

wm Hunt Club BBS 

lf You Want it Done Right... 
mack ‘n‘Joe 

wm Lucidrine™ Booster Drug 

= Mantis, Fixer-at-Large 
‘Score! 

mw Temple Microcode Outlet 
AAl-Nighter, 

4 Arasaka Owns You 

& Kilroy Was Here 


Programs 
-m Cloak 

= Clown 

wm Codecracker 
m Flak 

m= Force Shield 


piece of ice than jack out and 
let the Corp save bits on not 
rezzing the ice. 

The two most attractive 
scout cards are Hunt Club 
BBS and R&D-Protocol 
Files. Hunt Club BBS gives 
information about the Corp's 
ice, making my runs safer and 
more efficient, and it isn’t a 
program like the others. 
R&D-Protocol Files can be a 
bit saver by letting me look at 
the top five cards of R&D 
after a run, helping me figure 


ulmp 

m Japanese Water Torture 
Loony Goon 

w Raffles 

w Raptor 

= R&D-Protocol Files 
m Shaka 

m Vewy Vewy Quiet 
m Wizard's Book 

= Worm 

@ Black Dahlia 

@ Cockroach 

@! Spy 

@ Ramming Piston 
4 Baedeker's Net Map 
& Boardwalk 

4 Codeslinger 

@ Deep Thought 

& Fait Accompli 

4 Grubb 

& Krash 


4 Smarteye 


Resources 

mAccess to Arasaka 

Back Door to Hilliard 

mw Broker 

Fall Guy 

m Rigged Investments 

1m The Short Circuit 

‘mw Short-Term Contract 

w The Springboard 

4 Back Door to Orbital Air 

‘& Hell’s Run 

# Leland, Corporate 
Bodyguard 

Nomad Allies 


out when I need to run R&D 
next. Thus, of these remaining 
cards, I choose Hunt Club 
BBS and R&D-Protocol Files 
to round out my deck, and 
keep my other scouting/effi- 
ciency card, I Spy, in reserve. 
You can see my none-too- 


shabby Runner deck below. 


f course, this was just a 
(] first pass through these 

decks. Now I’m ready for 
the most important step: actu- 
ally playing my stripped decks 
to see how they perform. 
With the Corp deck, the main 
thing I'll keep an eye on is 
whether I am getting enough 
money and whether I have too 
many agenda cards too 
quickly; depending on the re- 
sults, I might add the extra 
money cards, add ACME 
Loan and Spinn* Public Rela- 
tions, and/or remove Hostile 
Takeover. 

T’ve also identified some 
cards in the Runner deck that 
I'll be watching out for. ll 
play several games to see how 
often I use Microtech Backup 
Drive or Forgotten Backup 
Chip successfully, and will 
consider adding Cockroach or 
I Spy, if these cards don’t work 
out. In addition, I’ll be watch- 
ing to make sure that my 
choices to use Raptor over 
Black Dahlia and Japanese 
Water Torture over Ramming 
Piston were correct. 

Playing the two decks 
against each other several 
times will give me a good 
sense of what I need to do to 
refine them, but I'll also need 
to play them against other 
Netrunner stripped decks. 
Maybe I can trade for some 
Netrunner cards while I’m at 
it and turn my starter set into 
a pair of really top-notch 
decks... 


Coulest of the Secret Ihasters 


Test your knowledge of Shadowfist, and you could win cool stuff! 


One Grand Prize 
A custom, butt-kicking Shadowfist deck designed by Jose Garcia (co-creator of Shadowfist), 
made entirely of Limited Edition cards—plus, a sterling silver Ting Ting pendant. 


Four Second Prizes 
A copy of Feng Shui, the new Shadowfist roleplaying game. 


Five Third Prizes 
A Shadowfist t-shirt! 


OFFICIAL ENTRY FORM 
Answer the four Shadowfist trivia questions below, fill out the information at the bottom, and send to: 
Wizards of the Coast / Shadowfist Trivia Contest / PO. Box 707 / Renton, WA 98057-0707 
Ten winning entries will be drawn at random from all correct entries received. 
You must get all four questions right to be eligible for the drawing. 


1. What gutsy cop met a grisly end beneath the foot of a gigantic demon? 

2. Who was just another two-bit thug ‘til Kar Fai rescued him from the death ring? 

3. What Dragon character has contacts in the Architects that give him an Architects resource? 
4. Which “Big Brother” is no role model? 

Name: Address: 


City, State, Zip. Phone Number: 


Age: How long have you played Shadowfist? 


No purchase required to enter. Limit one entry per person. To enter, mail your completed entry form to Wizards of the Coast/Shadowfist Trivia Contest, P.O. Box 
707, Renton, WA 98057-0707. Photocopies and handwritten entries are permissible and must include all information required by the official entry form. Entries must 
be postmarked on or before July 31, 1996. The winners will be selected in a random drawing from all correct entries. The drawing will be held on or before August 
23, 1996 at WotC in Renton. Washington. Winners will be notified by mail within approximately 30 days of the drawing. The odds of winning depend on the total 
number of valid entries received. The Grand Prize includes a playable deck of Shadowfist cards assembled by Jose Garcia and a sterling silver pendant featuring 
the Ting Ting character from Shadowfist. Four Second Prizes include a copy of Feng Shui, the Shadowfist roleplaying game. Five Third Prizes include a Shadowfist 
t-shirt. This contest is open only to residents of the United States and Canada (except Rhode Island and Quebec). This contest is not open to employees or fami- 
ly members of Wizards of the Coast, Inc. or Daedalus Entertainment, Inc. or their respective affiliates, distributors, or retailers. This contest is subject to federal, 
State, provincial, and local regulations and is void where prohibited by law. For the names of the prize winners, send a stamped, self-addressed envelope to: 
Shadowfist Trivia Contest Winner, Wizards of the Coast, P.O. Box 707, Renton, WA 98057-0707. Magic: The Gathering and Wizards of the Coast are registered 
trademarks of Wizards of the Coast, Inc. Shadowfist is a trademark of Daedalus Entertainment, Inc. 
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THE STEREOTYPES 
OF GAMING 


ave you ever played a game 
against someone who took 

game playing so seriously that 
he or she wasn't any fun to play 
against? The player scowled with 
concentration, cursed when she 
made a mistake, and generally 
treated the game much more like a 
life-or-death situation than it 
ought to be. When she lost she 
blamed her luck, and when she won 
she treated you to a triumphant and 
detailed explanation of how you 
were defeated. 

Have you ever competed against 
"a player who just didn’t try? While 
you attempted to play the best game 
you could he chatted with other 
players and made whimsical deci- 
sions. When he won it was frustrat- 
ing because he used a strategy that 
relied on luck, and when he lost it 
was frustrating because he didn’t 
care in the first place. Your game- 
play effort was wasted on someone 
who wasn't putting up a fight. 

These are caricatures that most 
game players are familiar with. The 
competitive player is nasty and anti- 
social, while the casual player is cre- 
ative and social. Or is it that the 
casual player is frivolous and unin- 
telligent while the competitive 
player is analytical and loves a chal- 
lenge? Which of these two styles is 
the “correct” way to a game? 

These two “camps” and the con- 
flict between them have parallels in 
other circles: There are movie buffs 
who study and analyze films and 
who seem to have little in common 
with other enthusiasts who just 
watch and enjoy. There are sports 
fans whose lives are built around 
statistics and performances and 
whose view of athletics is far differ- 
ent from the experience of those 
who just like to play ball (or Frisbee, 
in my case). Part of the tension 
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Serious Fun 


The Musings of 
Richard Garfield 
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between these groups stems from 
the seemingly popular belief that a 
human has only a left or a right 
brain, not both. Many people 
believe that one can’t be “artistic” 
and “scientific” at the same time: 
because I like mathematics and have 
some talent there, for example, I 
must be weak in literature or insen- 
sitive to affairs of the heart. Simi- 
larly, game players perceive 
irreconcilable differences between 
the “serious” game player and the 
person who plays “just for fun.” 


INNOVATORS VERSUS HONERS 
o where do these two apparently 
opposite styles of play come 
from? The difference between 
playing games “for fun” and playing 
games “seriously” may emerge from 
the difference between the ritual 
game player and the non-ritual 
game player that I described in 
Duelist #9. On the other hand, this 
distinction may sometimes stem 
from a player's preference for devel- 
oping certain skills as he or she 
becomes a better game player. 
Excellence in game play develops 
from two kinds of game play: innov- 
ative play and honing play. A person 
who is new to a game usually goes 


through a period of innovation 
in which he or she uncovers 
new strategies (all of which are 
probably well known by veter- 
ans of the game). The innovator 
operates by intuition, experi- 
menting with new approaches, 
guessing at what might improve 
his or her game, and keeping a 
sharp lookout for what works. 
In situations where everyone 
starts a game on equal footing, a 
good innovator has the edge; 
after something new is discov- 
ered, there may even be a brief 
period where the innovator is 
the champion among his or her 
peers. Soon, however, imitators 
study the discovery and begin using 
it. This is where the “honers” step 
in—the players who take inventions 
and perfect them. Honing usually 
involves much more rigorous work 
and patience than inventing. 

Often a player who plays “just for 
fun” is an inventor at heart, someone 
who likes exploring the game with- 
out worrying about the details. You 
may know someone in your Magic 
play group who doesn’t win a lot of 
games or play in a lot of tourna- 
ments but who always seems to have 
some fresh perspective on the game. 
Perhaps he or she was playing with 
Balance, Juzam Djinn, or other 
cards long before they were recog- 
nized as being extremely powerful. 
These are the people whose ideas 
the “serious” players take to new 
heights in their painstakingly 
methodical efforts. 

One of the interesting things 
about Magic: The Gathering’ is 
that the playing field is heavily 
weighted toward this kind of inno- 
vator. Every time a new expansion 
comes out or a new tournament for- 
mat is introduced the game is wide 
open for discovery. The innovator’s 
tournaments are those that occur 
right after the release of a new 
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expansion; these tournaments are 
won by intuition, orthogonal think- 
ing, and cleverness. The more famil- 
iar a tournament format becomes, 
the more understanding of an 
expansion matures and the more the 
honers will reign. 
Naturally the true champions of 
a game will have to master both 
kinds of skills. I had the pleasure of 
watching some talented players do 
just that at the first Wizards of the 
Coast-sponsored professional tour- 
nament in New York. While some 
people thought that players would 
approach the new tournament for- 
mat—five cards from all currently 
available sets—by taking their stan- 
dard Type II decks and changing 
them as little as possible, these 
players realized that this was a sec- 
ond-rate strategy. Players explored 
Fallen Empires”, Ice Age”, Home- 
lands”, Chronicles”, and Fourth Edi- 
tion™ looking to build the best 
fighting machine that these new 
parameters allowed. These players 
took their innovation seriously. 
After the tournament each day 
people played Magic in the lobby 
of the hotel until the wee hours, 
talking about the correct strategies 
and testing their theories in game 
after game after game. 

I liked the attitude of these play- 
ers; they understood that at its core 
Magic is about variety, a variety they 
embraced in their tournament 
games and in their play. In many 
games and sports the champions 
become supporters of the most tra- 
ditional interpretation of the game. 
If being a top Magic player becomes 
synonymous with the love ofa new 
challenge rather than with more of 
the same ] will be delighted. 


Y WALKING IN BOTH WORLDS 
nnovating versus honing, fun 
versus seriousness—there are no 
right or wrong choices here, just 


different ways of viewing game 
playing. I like playing with players 
at both ends of the spectrum as well 
as those in between. The games I 
most enjoy are those that I can play 
seriously with my friends who take 
games seriously and in a relaxed 
manner with my friends who don’t 
take them so seriously. That’s why I 
like games that have a lot of depth 
but in which luck can give the game 
to anyone. It is an added bonus if 
the game is quick; then the really 
serious player can see his or her 
winning strategy pay off over the 
course of a session while the less con- 


— Shawn “Hammer” Regnier, 
quarter-finalist at the first 
Magic: The Gathering? Pro Tour™ 


cerned player can have sporadic wins. 
When playing a game with some- 
one who has a different playing style 
than you, you have three options: 
You can suffer, which is certainly the 
worst choice. You can quit playing 
with that opponent; this may lead to 
some hard feelings, although in the 
end if you aren't having fun this may 
be the best course of action. Or, 
preferably, you can learn to play ina 
manner that gives you both the best 
“compromise” game experience pos- 
sible. For example, if you are a seri- 
ous player playing games with less 
serious opponents you can find 
challenges in other ways than you 
do when you play with those who 
approach games with the same 
gravity as you do. Try challenging 
your intuition by playing quickly: 
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play Magic with a less-than-optimal 
deck and see if you can win anyway. 
Try a crazy strategy and see what 
happens. Let your opponent take 
back moves if he or she wants to; 
after all, it can only make the game 
more of a challenge. 

On the other hand, if you are a 
player who just wants to have fun 
and you are playing a serious oppo- 
nent, attempt to provide the best 
challenge you can. Try playing in a 
highly unorthodox way to steer the 
game away from your opponent’s 
usual patterns of play. Or you might 
ask to receive a handicap of some 
kind; this will provide him or her 
with more of a challenge and will 
usually be received as a compliment. 
If your opponent makes you uncom- 
fortable with his or her intensity, try 

to separate yourself from it—don't 
let it intimidate or frustrate you. 
Remind yourself that your opponent 
enjoys this or he or she wouldn't be 
playing games—so relax and enjoy 
the show! 
Not all players can or should 
like both types of game play. Some 
players really only enjoy a game if 
they are being challenged to the 
utmost. Others get enough of that 
in real life and prefer to take it easier 
with their hobbies. But just as a sci- 
entist shouldn't assume an artist is 
an airhead, a serious game player 
shouldn't look down on players 
who don't work hard to refine their 
game. And just as an artist shouldn't 
assume the scientist doesn’t appreci- 
ate intuition and emotion, people 
with a more lighthearted approach 
to game playing shouldn't assume 
that the serious game player isn’t 
out to have fun, too. 6 


Formerly a math professor, Richard 
Garfield now works someplace where 
having fun is serious business. 


~ REIIEIIS 
OAMENRY 


write with an almost pal- 
pable sense of doom, an 
immanent premonition 
that I serve as a mere tri- 
fling instrument of a far- 
reaching and entirely 
indomitable horrific fate. The 
agency of this ineluctable 
dread, Chaosium’s Mythos™ 
trading card game, has not yet 
manifested on store shelves as 
I write. Yet by the time these 
words reach their placid and 
unsuspecting readers, the 
ghastly episode will already 
have befallen them, and not 
only am I helpless to stop it, I 
myself must inevitably serve 
its ends. 


Chaosium inc., Albany, CR 


220-card set (plus nine 
Investigator cards) in three 
rarities; 60-card starter 
deck (with double-sized 
Investigator card), $8.95; 
13-card booster (seven 
common, four uncommon, 
two rare}, $3, For two or 
more players; playing time 
30-60 minutes, 


—Sorry. This is what comes 
of reading H. P. Lovecraft, 
that eccentric antiquarian 
from Providence, the most 
unusual and influential horror 
writer between Poe and 
Stephen King. I thought of 
writing this review in Love- 
craft’s high-pitched style, a 
blizzard of multitudinous and 
manifold clauses, a hypnotic, 
nightmare-spawned flood of 
adjectival elocution more dev- 
astatingly overwritten than 
the blackest conjurations of 
mortal madness and morbid- 
ity. But reason prevailed. 
Possibly the main Mythos 
audience has only glancing fa- 
miliarity with Lovecraft 
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Salvatore Abbinanti, Chris 
Adams, Thomas Garrett 
Adams, Stephen Barnwell; 
Mike Blanchard, john 
Bridges, Dennis |- Calero, 
Tim Callender, Barry 
Chambers, Alan M. Clark, 
Géne Day, C. Brent 
Ferguson, Mark Ferrari, 
Scott M. Fischer, Earl Geier, 
Lee Gibbons, Justin 
Hampton, Ovi Hondru, 
Andrew T. Kalichack, 
Michael Keliner, Drashi 
Kendup, Scott Kirschner, 
Brian Krank-McLean, 
Meghan Krank-McLean, 
Todd Lockwood, Heather 
McKinney, jeff Menges, Lee 
Moyer, Roger Raupp, Sam 
Shirley, R: Wayt Smith, 


Jotin Snyder, Tom da Chaosium’s much- 
Sullivan, Joseph Suctliff; “A honored roleplay- 
Strephon Taylor, Susan i ane Callof 
Yah Camp, Eric Vogt, n8 8 si 
eid sen Vous Cthulhu. One of 
the best RPGs 
A : }, ever published, 
Chaosium'tnc., P.O. Box is F 1 CoC has fallen 


6302, Albany, CA 94706; “a $ B 


dti 
mythosceg@aol.com: ootberd tunes 


in recent years, beset 
by cash-flow problems and 
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upstaged by Chaosium’s spiri- 
tual heir, White Wolf. With 
its snappy card play and fi- 
delity to Lovecraft, Mythos 
should help resurrect CoC’s 
fortunes, but as in Lovecraft’s 
fiction, nothing can be 
achieved without a price. 


“That is not dead which can 
eternal lie,/And with strange 
aeons even death may die.” 
—A. Alhazred, The Necronomicon 
Mythos crawls forth on 
coated poker stock of un- 
earthly slickness. For artwork, 
Chaosium summoned a horde 
of highly uneven paintings, 
most of them unlikely to ex- 
cite shivers of terror or admi- 
ration. About a tenth of the 
art is resurrected from past 
Call of Cthulhu products. My 
four starters delivered a warn- 
ing of sorting problems; they 
had many cards in common, 
and two decks contained the 
same six rares. 

Like the eldritch tomes of 
CoC, the Mythos rulebook is 
opaquely written and requires 
study. A benchmark: I find 
Decipher’s Star Wars": CCG™ 
rulebook clear and think the 
Guardians”™ rules are excel- 
lent, but the Mythos rulebook 
stymied me for most of three 
readings. Actually the rules 
are rather simple once you un- 
earth them, so spare yourself 
the excavation and get another 
player to teach you. 

You're an Investigator, an 
ordinary 1920s citizen (a 
Staid University Professor, a 
Grizzled Boston Detective, a 
Morose Veteran of the Great 
War, or one of fifteen others) 
ferreting out the dark secrets 
of the Cthulhu mythos. This 
body of horrific lore tells of 


elder monsters who once ruled 
the Earth and now plot to re- 
turn, aided by insane cultists 
and unsavory artifacts. 

In the process of fighting 
this menace, you travel to 
spooky locations in New Eng- 
land’s “Lovecraft Country” 
and elsewhere (libraries, 
cemeteries, haunted man- 
sions); recruit al- 
lies (Randolph 
Carter, Henry 
Armitage, even 
Lovecraft him- 
self); find sin- 
ister tomes 
(the Seven 
Cryptical 
Books of 
H’San, edi- 
tions of The Necronomicon); 
cast spells (Wrack, Cloud 
Memory); use artifacts (Shin- 
ing Trapezohedron, Mi-Go 
Braincase); enrich opponents’ 
lives with Phobias and other 
Events (Beatrice Is Released 
from the Attic!); and en- 
counter Cthulhu monsters 
(eeeyaaah!). 

The Mythos card game’s 
most notable feature is its play 
sequence, which resembles, 
well, card games—traditional 
card games like rummy and 
pinochle. The game proceeds 
in rounds; in a round, I play 
one card, then you play one, 
then it’s my turn again, and so 
on. In lieu of playing a card, 
you can take a turn to use an 
artifact, cast a spell, or arrive 
at a new location. If two play- 
ers pass, or if one passes twice 
in a row, the round ends. It’s 
so old it’s new, and nice: slow 
players still impede games, but 
it seems less drastic because 
their dithering is segmented 
into manageable parts. 
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The double-sized Investiga- 
tor card gives your Education 
score, which helps determine 
both who starts a round and 
your beginning Sanity score, a 
number from 12 to 16. As in 
Call of Cthulhu, you lose San- 
ity when summoning or fight- 
ing monsters, reading tomes, 
and casting spells, and even by 
recruiting corrupt allies. Use 
marbles to keep track of San- 
ity; lose all your marbles, lose 
the game. When someone 
loses his or her marbles, the 
highest-scoring survivor wins. 

Each Adventure card lists a 
recipe of specific cards you 
must play to score its points 
and gain a Sanity bonus. For 
instance, if you play four dif- 
ferent City locations with the 
Artifact or Tome attribute plus 
one Artifact or Tome, then 
play the “Interesting Shop” 
Adventure, you score 5 points 
and gain 1 Sanity. Many Ad- 
ventures require a long list of 
specific cards. 

Adventures that use generic 
cards (“five Gate 
locations, a Tome, 
an Ally with a San- 
ity cost”) work well 
enough, but in gen- | 
eral, the Adventures 
give Mythos play an 
arbitrary, dot-to-dot 
feel. They limit deck 
design; if you want to 
play a Dunwich deck, 
for example, a quarter of your 
cards are specified straight 
away. Then, too, a starter deck 
probably doesn’t include all 
the cards you need for its Ad- 
ventures. My group found the 
game more engaging when we 
dropped Adventures and just 
whaled away on each other in 
combat. 


“It was a terrible, 
indescribable thing 

vaster than any subway train— 
a shapeless congeries of proto- 
plasmic bubbles, faintly self- 
luminous, and with myriads of 
temporary eyes forming and 
unforming as pustules of green- 
ish light all over the tunnel-fill- 
ing front that bore down upon 
us....” —H.P.L.,At the Mountains 
of Madness 

It’s hard to beat Lovecraft and 
his disciples at monster mak- 
ing, and Mythos brings in the 
whole brain-shattering pan- 
theon, from Nyarlathotep and 
other Outer Gods and Great 
Old Ones (GOOs), down to 
Elder Things, Deep Ones, and 
mindless penguin-crushing 
shoggoths. 

Aside from occasional Pho- 
bia hits on opponents, combat 
offers almost the only player 
interaction in Mythos—and 
the only important deviation 
from its Call of Cthulhu 
model. In the RPG, summon- 
ing anything creepier 
than a standard-issue 
shantak is suicide; in 
Mythos, you can trot 

out GOOs and 


every round. When 
a Great Old One 
appears in CoC, 
the scenario ends 
abruptly as every- 
one goes nuts; here GOOs are 
no big deal and more trouble 
than they're worth. Give me a 
shoggoth any day. 

Monsters have ratings from 
0 to around 6. Using spells or 
Gate locations, you summon 
monsters face down, paying 
Sanity for the tougher ones (a 
useful hint to others about the 
monster's size). At the end ofa 


are revealed and attack oppo- 
nents, who can cast spells, use 
artifacts, and block with their 
own monsters and allies. In- 
visible monsters bypass allies. 
Monsters that get through do 
their number value in Sanity 
damage. Then all monsters go 
away, as do any allies that took 
damage; as in CoC, people are 
fragile. Time for a new round. 

It’s all simple, quick, and a 
bit dull. The Mythos design 
minimizes clever card combi- 
nations in combat—a justifi- 
able decision, because the 
monsters are already powerful, 
but still...a bit dull. Yet Love- 
craft fans should feel a thrill 
when they command night- 
gaunts, serpent people, and all 
the legions of nasties that have 
been munching their roleplay- 
ing characters for years. 


“Let me pray that, if | do not 
survive this manuscript, my ex- 
ecutors may put caution before 
audacity and see that it meets 
no other eye.” —H.P.L., The Call 
of Cthulhu 

I recommend Mythos to fans 
of Lovecraft or Call of 
Cthulhu; it effectively cap- 
tures the essence of the stories 
and the RPG. It’s also a good 
choice for an experienced 
player who wants to introduce 
newcomers to trading card 
games, The rarity ratio and 
distribution are friendly to 
collectors: a couple of starters 
and a box of boosters should 
get you most of the way toa 
complete set. 

If you can find them. 

With Mythos, Chaosium 
has adopted the scheme that 
Wizards of the Coast origi- 
nally imagined three years ago 
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for Magic: The Gathering®— 
one limited printing, no 
reprints, and two or three 
compatible stand-alone games 
a year, also in limited one-shot 
editions. Printing far short of 
the orders it had in hand, 
Chaosium has virtually en- 
sured that Mythos will be- 
come scarce, a hot collectable. 
As you read this, it may al- 
ready be out of print. 
Discussion of the merits of 
this policy is beyond this re- 
view’s scope (translation: I 
don’t know what to think). 
But I view the field’s current 
condition—players routinely 
buying card games by the dis- 
play box, speculators goosing 
single-card prices—as mad- 
ness. This review, by praising 
Mythos and thereby increas- 
ing its potential audience, only 
furthers that madness. Ah, 
would to Heaven I had left 
this tantalizing game alone, 
for the harrowing revelation of 
my unwilling service to that 
dreadful end must inevitably 
inspire within my fever- 
haunted brain a horrible pros- 
trating doubt redolent of all 
the ill-starred cognitive influ- 
ences and misguided fancies 
that ever plagued my doom- 
haunted mentality! & 
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uest for the Grail is a complex and 
antique-looking card game based on 
a familiar subject: Arthurian legend. 
Unfortunately, a series of separate 
problems, none of them fatal by them- 
selves, dethrone the game from the ranks of 
successful TCGs. 

In Quest for the Grail, cards are divided into 
two decks, the Court deck and the Quest deck. 
Court-deck cards are brought into play early in each 
turn, but every card kept in play must be paid 
for during an Upkeep phase. The 
cost of warriors, knights, and their 
equipment is paid in Power, gener- 
ated by Domain cards. 

Once you've got them on the table 
and paid for, your knights and warriors 
can undertake Quests, even Quests re- 
vealed from your opponent’s Quest deck. 
How do you resolve a Quest? The basic 
mechanic is simple: Knights battle each 
other and undertake Quests using a 
dice-based system. Roll two dice and 
add your knight's Prowess score to 
the number rolled; if your total is 
higher, subtract your Strength from your oppo- 
nent’s Endurance. If your total is lower, subtract 
your opponent's Strength from your Endurance. 
Repeat until one or both of you are forced to with- 
draw (in a Formal Challenge) or are killed (ina 
Quest or Mortal Combat). Somehow, I couldn't 
help shouting, “Let Mortal Combat begin!” at the 
start of every one of these matches. 

Solving a Quest gains you either Valor or other 
rewards, such as knightly vows, companions, and 
equipment. When you gain 12 or more Valor, a 

knight or king can attempt a Quest for the Grail to 
win the game. In the game, this is simply repre- 
sented by successfully completing three Quests in a 
row—that’s it, you're done, you've won the game. 
Yeah, it wasn’t very satisfying. Solitaire play is pos- 
sible with a few adjustments to the rules, but like 
many solitaire games, it is unrewarding. 

As an alternative route to victory, kings 
(knights who also gain extra Power from the 
lands they rule) sometimes have special victory 

conditions, much like the Illuminati cards 
found in Illuminati: New World Order™. 

None of the cards from the two decks and two 
boosters I got were kings, so I have to assume that 
this method of winning is relatively rare. 


Be warned: the rules are a mass of dull jargon, 
written without style or humor. For example, we 
learn that “Rewards (except for Vows and Combat 
Experience) and non-Lady companions may be 
transferred from one Warrior to another during 
[the Assignment Phase].” My eyes glazed over 
every other paragraph. Not surprisingly, no editor 
is credited with having worked on the project. 

The sad shape of the rules is a shame, because 

the Grail quest of Arthurian legend is a worth- 
while subject for a card game. Quest for the 

Grail cards include too many statistics, excep- 
tions, and special cases. For instance, time is 
measured in three units (turns, rounds, and 

phases), combats come in five flavors 

(Quest Combat, Mortal Challenges, and 
Formal Challenges of Honor, of Victory, 

and of Title), and even companions 

are divided into two types, called, 
imaginatively enough, Lady compan- 
ions and non-Lady companions. The 
basic card types are no more complex 
than similar games and include Domains, 
Warriors, Companions, Vows, Actions, 
Events, and Spells. 

The art varies from good to quirky, with 
most of the quirky bits coming from public- 
domain images rendered in an old, romantic style. 
Surprisingly, these antique illustrations work, 
reminding players of what an old (and sometimes 
stuffy) subject the Arthurian legends are. By con- 
trast, the crude illustrations by modern artists fail 
to measure up. Judging by its art, Quest could have 
been produced a hundred years ago. 

The game’s card collation is terrible. As card 
gamers are beginning to expect, all the main char- 
acters—including Arthur—are very rare. (The only 
major character I got in 140 cards was Guinevere.) 
Worse still, Quest for the Grail’s fifty-six-card 
starters have a heavy proportion of duplicates, with 
at least twenty per deck: my two starter decks had 
twenty-two and twenty-eight duplicates (half the 
deck!), respectively. Stick to boosters. 

Quest for the Grail plays well, and its high 
complexity provides enough varying strategies 
to bear repeated play, but several problems keep 
it from being a great game. It has a steep learn- 
ing curve and provides only mediocre value for 
the money due to its slapdash rules editing and 
high number of duplicate cards. King Arthur 
deserves better. * 


a_i se EEE ———— 
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AND Now ITS TIME FOR DOMINIA'S FAVORITE SOAP OPERA: _ by Phil Foglio 
OH FAITHFUL KROSP, HOW CAN YOU LINDERSTAND! 


WE GO Now To THE CITADEL OF f 
TRUTH AND BEAUTY, WHERE WE 
HEAR. GENIXA SAY,., 


Z KNOW I'M THE AVATAR OF GOODNESS AND 
EC re Bate 

pera (L gs? 

PX SoT THoucHT Sen o 


, ey WITH NEPHAGROS! THE 


Wwe MIGHT 


W OUR LAST \ DECORATE THE GS MAN WHO SOLD HIS PEOPLE J 
EPISODE, THE SEVENTH B) PLACE WITH A INTO SLAVERY 
"AR OF THE SLUDGE KINGS FEW SKULLS, IN 


CASE NEPHAGROS 
Ko, DRoPs BY @. 


C'MON, LET'S GO HEA 
SOMEBODY OR SOMETHING. } 
GOOD AND EVIL 


ISTENING TO 
YOURSELF 7 


Pp J f THIS IS BAD. SHE'S BEING INFLUENCED 
0, 


, BECAUSE NEPHAGROS RIPPED | | BY NEPHAGROS'S EVIL. ZVEGOT To- 
IT OUT OF ME, ALONG WITH 
MY PANCREAS, THE LAST TIME 
HE TORTURED %E. 


REMEMBER?! 

Owee 

THAT WAS LA 
WEEK!! 


You KROSP HAVE You No 
ROMANCE IN YOUR SOUL? 


IT'S, (T'S A CHOCOLATE 
SHAPED BOX OF HEARTS. 


Ci 
OH SURE, RUG IT IN. 
CO HERE. TAKE IT’ 


I 
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Complete the survey above and we'll 
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MicroProse Magic screen saver. Ten win- 
ners will receive Magic: The Gathering™ 
Desktop Themes, featuring fifty pieces of 
artwork from your favorite Magic artists. 
This set of high-resolution graphic images 
includes work from the original Magic 
card set and the first four expansions. 
Each theme includes its own color 
scheme, sounds, wait cursors, wallpaper, 
icons, and fonts. To enter, mail the survey 
(or a photocopy of it) to: The Duelist, 
P.O. Box 707, Renton, WA 98057, 


50 
50 


50 
50 
50 


50 
50 
50 


50 
50 
50 
50 
50 
50 


None Cupto4 Qupto6 Ouptos Cupto10 Ouptoi2 013+ Email address 


Concerning Computer Games 


01-3 047 Oe 012-20 020+ 

How many CD-ROM games do you plan to buy in the next 12 months? 
01-3 047 Oen 12+ 

How many hours per week do you spend playing networked games? 


Oo 01-3 047 Oe 012+ 

What type of computer does your household own? 

(2 386/486series CO Pentium series O With Windows ’95 
Ci Mac 680X0 Ci Macintosh PowerPC Oi None 

Do you own a CD-ROM? _Do you plan to purchase one within 6 months? 
OYes CNo OYes (No 


40 30 20 10 About Netrunner 
40 30 20 10 Have you played Netrunner™? ‘(ClYes CIN 


suisse aie How much Netrunner have you purchased? 
Dual starter decks 10 20) 30 400 140 
40 30 20 10 Boosters 1730 490 10200 2-500 514+0 
pei aes Ne How do you rate Netrunner? (S=excellent, 1=terrible) 
AC 30) 2518 Game playability so 40 30 20 10 
Collectability 50 40 shied 
40 30 20 10 Quality of cards 50: “4-2 Sar eseta eats 
40 30 20 10 Overall rating so 40 30° 20 40 
40 30 20 10 
Tell Us about Yourself 
40 30 20 10 Name 
40 30 20 10 Address 
4630226) 543) 
40 30 20 10 Phone Today's date 
40 3U 20 10 tam; Cmale female 
40 30 20 10 Olunder 13 013417 018-24 O2s-34 


035-44 (145-55 Clover 55 
(4=very useful, 1=not useful) 


READER SERVICE CARD 
1B To receive free information about any product or service, simply tear 
out this card, circle the number below that corresponds with the 


advertisement, stamp the card, and drop it in the mail. 


1. Do you buy: AD INDEX NUMBERS 
Science-fiction books circle to receive more information 


Science-fiction magazines 


2. Do you play: 
Computer software games 
Roleplaying games 
Video arcade games 
Entertainment system games 


July 1996 


NAME 


ADDRESS _ 


CITY. STATE _ ZIP 


PHONE #. EMAIL 


Card must be used by July 14, 1996 


pUELISy 


Do us a favor, and you could win a MICROPROSE screen saver! 


FOLO HERE & TAPE CLOSED 


2020-5086 VM ‘NOLNGY 
40L XOP ‘Od 
LSVOO AHL JO STaVZIM. 


isryand 


First-Class 
Postage 


Want to find out more about 


the products and services seen in 
The Duelist? 


Complete the reader service card 


here and you'll get all 
P. O. BOX 10182 


RIVERTON, NJ 08076-0182 


the information you need! 
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; 1CRIN Way 
‘our opponent is William. Although he is playing black and red, 
| eevee © BY he has been playing a surprisingly defensive deck. After sticking a 
| » Cursed Land on your island, he put out a few walls, sat back, and waited 
y! P 
for your life to slip away. It is now your main phase. With only 1 life 
by Mark Rosewater ) remaining, you need to beat William this turn if you plan on winning. 
| 1) Defeat William before the end of your turn without dying yourself. 
12 LIFE REMAINING — 
; 
| 
i} 
a 
a | 
\ 
} Swamp (2) Mountain (2) Red Mana Battery (4 counters) 
q 
YOU (BLUE/RED) 1 LIFE REMAINING QP 288 7ANG DAM ASE 
( 
' 
3) 
4 
= 
A 
\ Island Mountain 
4 
; 
+} 
| 
A) Ashnod’s Prodigal Sisters of the Iceberg 
y Battle Gear +2/-2 Sorcerer 1/1 Flame 2/2 (6 counters) 
| ™ YOURHAND a as 
} 
t 
a 
Animate Artifact Ray of Command ‘Twiddle Blood Lust +4/-4 Immolation +2/-2 
} 
I OLS ST EST TOD ama pas 
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Ve opponent is Heather. You and she decided to 
play with decks composed of nothing but 
Alliances” cards. Things started badly as Heather 
brought out her first few gorillas and only got worse 
as the pack grew in number. You've managed to stave 
off defeat for numerous turns, but Heather has just 
declared an attack with her trampling 7/7 Gargan- 
tuan Gorilla. Not only do you need to survive the 
attack, but you also have to deal with the fact that 
you have no cards remaining in your library, And 
while you are at it, see if you can defeat Heather by 
the end of your next turn. Good luck, you'll need it! 


Contagion 322 
You may pay 1 life and remove a black card in your 
hand from the game instead of paying Contagion’s 
casting cost. Effects that prevent or redirect damage 
cannot be used to counter this loss of life. Put two 
-2/-1 counters, distributed any way you choose, on 
any number of target creatures. 


Kjeldoran Pride 1* 
Enchanted creature gets +1/+2. 

2: Switch Kjeldoran Pride from creature it 
enchants to another creature. Kjeldoran Pride’s new 
target must be legal. Treat Kjeldoran Pride as though 
it were just cast on the new target. 


Krovikan Horror 3 
At the end of any tum, if Krovikan Horror is in 

Your graveyard with a summon card directly above it, 
you may put Krovikan Horror into your hand. 

1: Sacrifice a creature to have Krovikan Horror 
deal 1 damage to target creature or player. 


Gorilla 


Bestial py, 
Chieftain 3/3 id 


Lake of the Dead (2) Swamp (4) 


Phyrexian 


Royal Kj 
Devourer 1/1 


eld 
Herbalist 2/3 with pot!” 


Pride 


| 
: 
| 


Casting of Bones 


21 LIFE REMAINING 


Attacking with trample 


Gargantuan Gorilla 
Gorilla 7/7 Chieftain 3/3 


Snow-Covered 


1 LIFE REMAINING 


> 


: — 
Eri SS, 
Adm yor man pol 


Gorilla 


Berserkers 2/3 


Forest 


Snow-Covered Forest 


Plains (6) Kjeldoran Outpost 


Phyrexian Urza's Engine 1/5 
War Beast 3/4 


Phyrexian Boon 
+2/+1 or -1/-2 


Balduvian Dead 2/3 


Ritual of the 


Machine 


Soldevi Digger 


Krovikan Horror 2/2 


NO.CARDSIN HAND 


Gorilla Gorilla Gorilla Shaman 1/1 


Berserkers 2/3 Berserkers 2/3 


Mountain 


NO.CREATURES IN GRAVEYARD 


Astrolabe Mishra’s 
Groundbreaker 


Soldevi Adnate 1/2 Phantasmal Soldevi Sentry 1/1 
Fiend 1/5 


NO.CARDS LEFT IN LIBRARY 


Stench of Reinforcements Reprisal 


Decay -1/-1 
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Seer ae it might be fun to have a Magic scavenger hunt. Here’s how it 
works: For each of the expansions in Type II, I have made a list of objects 
that can be found in the art. Your mission, should you choose to accept it, is 
to see how many objects you can find. (And if you can do it without looking 
at the cards, you really need to get out more.) Happy hunting! 


seed 
i 7° o™ a =o 
(1 Fourth Edition Homelands is so pigee 
49, on 
| 1. Anchor 31. Coffin 50. Colander 
2. Backpack 32. Fisherman 51: Crab 
3. Barbed wire 33. Fountain 52. Dolphin 
4. Belt with skull on it 34. Frog 53, Elephant 
5. Camel 35. Grapes (on two different cards) 54. Flying cat 
5 6. Crossbow 36. Hammerhead shark 55. Funnal 
si 7. Crystal ball 37. Keys Se: «Gondola 
(on two different cards) 38. Paintbrush 57. Trumpet 
8. Hourglass 39. Sign for “Snarc’s House of Sin” 
9. Luggage 40. Skeleton of bird Fallen Empires” 
10. Mandolin 41. Stein Anvil 
Hos: 11. Mine cart 42. Test tube eS ‘2 
spe 12. Orange salamander a a 4 c 
- Fag * sigs . Horn 
‘sf 13. Bits sign Ice Age OF a ales 
: 14. Scale 43. Opera glasses (see below) 62. Octopus (on two 
x 15. Skeleton of fish 44. Book (The Joy of Cooking) different cards) 
Ke * 16. Skull dangling from rope 45°Bunnt e 
he? Skull with “Anson” ‘ “4 63. Pitchfork 
i Wee SNe nies 46. Butterfly (on two 64. Rake 
pans carved on it different cards) 65. Saw 
{ 18. Weathervane 47. Carrot ‘ 
‘ : } gi 66. Wheelbarrow 
> aa 19. Yellow flag with dragon on it 
“A 67, Word “MIKE” 
| 20. Yellow leaves ‘ 
(not an artist’s signature) 
. T™ 
Chronicles 
- 21. Bellows 
‘ 22. Crown 
z 23. Jack-in-the-box 
My 24. Padlock 
\ + 25. Pile of books 
, 2 26. Punch clock 
a iz 27. Shield with dragon on it 
eg | 28. White feather The opera glasses (#43 above), 
a 29. Yellow rose as depicted on Gaze of Pain. 
4 30. Yoda (well, sorta) 
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Step-by-step 
solutions to last 
issues “Magic: 
The Puzzling” 


by Mark Rosewater 
(or so they tell me) 


i Ore This isa 


bit awkward. You 
see, I have no idea 
who I am. I woke up 
a few days ago ina 
hospital and my 
memory was, well, 
just not there. Any- 
way, my doctor says 
that the only way to 
overcome amnesia is 
to associate oneself 
with things you're 
familiar with, and 
supposedly | write 
this answer column. 
So she thought it 
would be good if 
gave it a shot in 
hopes that my mem- 
ory might return. I 
figured it couldn't 


hurt, so here goes... 


TYR Pe Pe! 


MAGIC 


TRICKS 
eevee 


Jigsaw 


(published in Duelist #10, p. 100) 


(winner to be revealed in Duelist #12). The puzzle required you to solve four 


Te first puzzle was the contest to win a copy of the Magic: The Puzzling book 


mini-puzzles and then use the answers to figure out a meta-puzzle. 


PUZZLE A 
Photo Finish 
The key to solving this 
puzzle rested in the 
helmet the skeleton is 
wearing. Look familiar? 


PUZZLE B 

A Little Mix-Up 
The cards, in order, are Field of Dreams, 
Deflection, Stunted Growth, and Portent. 
Which one of these cards doesn't fit with the 
others? Deflection is the only card that has 
nothing to do with the top of players’ libraries. 


PUZZLE Cc 

Take That 
The missing card is Onyx Talisman. 
Ashnod’s Altar, Enduring Renewal, Vampire 
Bats, and Initiates of the Ebon Hand allow 
you to create an infinite amount of mana: 


1) Sacrifice Vampire Bats to Ashnod’s 
Altar to add two colorless mana to 
your mana pool. Enduring Renewal 
sends the Bats back to your hand. 
Use the Initiates to convert one of the 
colorless mana into black mana. 

Use the black mana to cast Vampire 
Bats again. 
Repeat steps 1-3, gaining one mana 
every cycle. 


To turn this infinite mana generator into 
infinite damage, you need a way to make use 


of Rod of Ruin. Since it becomes tapped 


: when used, you need to be able to untap it 


multiple times. Luckily, there is one card 


i that can do this: Onyx Talisman. This card 

} allows you to untap a permanent for three 

} colorless mana every time a black spell is 

i cast; thus, every third cycle you could either 
| untap Rod of Ruin with the Talisman or use 
i Rod of Ruin to deal a point of damage. 


PUZZLE D 
All Together Now 


i The answers are: 


NA. The pen is the expansion symbol 
Pp xpi sym 
of the book promo cards. 


i Qt Sirvarn. This creature from The 


Dark” is the only card to cost exactly 
Pan. 

@11 Hattow’s Eve. This black card from 
Legends” was later issued errata to read 
as “Enchantment.” 


£ Que or Marr. In Type I play, you are 


only allowed to use the Ring to get cards 
from your sideboard. 


Q@uwx Toa. The Dominarian children’s 


rhyme is the flavor text of the card. 
AND OF Justice. There’s also a scale in 
the background. 

WEN Erreet. Richard Garfield named 
this creature after a friend named Wendy. 


} The initial letter of each card spells out 


a 


——_ 
a eS 
Matrix” 


sw 


REARS 


Let’s put the four answers to the mini- 
puzzles in order: Mudslide, Deflec- 
tion, Onyx Talisman, and Anarchy. 
The first obvious thing we should 
notice is that all the cards are from Ice 
Age”. The next part is a bit sneakier. i 
(By the way, I don’t know who makes 
these puzzles, but he sure seems rather 
sadistic.) Notice that each title starts 
with the same two letters that ended 
the previous title. That means the fifth 
card in the series wouldhave tobean 
Ice Age card starting with “Hy.” As the 
puzzle promised, three cards fit the i 
bill: Hyalopterous Lemure, Hydrob- 
last, and Hymn of Rebirth. 


A Trip to the 
. 
Library 
(published in Duelist #10, p. 102) 
his next puzzle’s quite a doozy. 
| (Do really spend all my time 
solving these things?) For 
starters, youre in deep trouble unless 
you can find some way to gain life be- 
fore Gary’s next upkeep. Since the 
only life gainer you have available is 
Spirit Link and it’s buried five cards i 
deep in your library, you're going to : 
need to find a way to get to it. A good 
place to begin is by examining what 
options you have to draw cards: 
Krovikan Sorcerer, Necropotence, 
Leshrac's Sigil, and Brainstorm. 
Necropotence requires life and time 
you don't have, Leshrac’s Sigil relies on; 
Gary’s casting something, and Brain- i 
storm is inaccessible at present,so you 
are forced to use the Sorcerer. | 


1) Tap three swamps, two islands, i 
two plains, and remove seven i 
counters from Blue Mana Bat- 
tery to add three black (one used 
as colorless), ten blue (seven 
used as colorless), and two white 
mana to your mana pool. 

2) Tap Krovikan Sorcerer to discard 
Animate Dead. Draw Colessus | 
of Sardia and Brainstorm (draw i 
two cards since the discarded i 


card was black), keeping Brain- 

storm and discarding Colossus of 

Sardia from the game. 

Animate Dead makes a good discard 

card, as you will be unable to use it. 

Remember that you cannot Animate 

the Colossus of Sardia because 

Necropotence causes it to be removed 

from the game when discarded. 

3) Use one blue mana to cast Brain- 
storm. Draw Psionic Entity, 
Twiddle, and Spirit Link. Put 
Ray of Command and Psionic 
Entity on top of your library. 

4) Use two black mana and two 
white mana to put both Unholy 
Strengths, Holy Strength, 
and Spirit Link on Krovikan 
Sorcerer. The Sorcerer is now 
a6/5 creature. 

The reason that you choose to put the 

enchantments on the Sorcerer instead 

of on the Balduvian Conjurer is be- 
cause you need the extra point of life 

(from Spirit Link) that the Sorcerer's 

additional point of power will give. 

5) Use one blue and three colorless 
mana to cast Zur’s Weirding. 

The Weirding is essential, as you will 

need it to keep Gary from getting the 

cards he needs to defeat you. 

6) Use five colorless mana and 
sacrifice Gauntlets of Chaos to 
swap Gary’s Armageddon Clock 
with your tapped Blue Mana 
Battery. 

You want to swap Armageddon Clock 

because it delays its activation until 

your next turn when you will have 
enough mana to deal with it. 

7) Use one blue mana to cast 
Twiddle on Krovikan Sorcerer, 
untapping it. 

8) Attack with Krovikan Sorcerer. 
Deal 6 damage to Gary and gain 
6 life for yourself. Gary is now at 
15 life while you are now at 8 life. 

9) Declare the end of your turn. 


During Gary’s turn: 

10) Use Zur’s Weirding and pay 6 life 
to force Gary to discard all three 
of the cards he draws this turn. 
You are now at 2 life. 

11) As Gary can do nothing, he ends 
his turn. 


12) During your upkeep, tap all 
your lands to add three black, 
two blue, and three white mana 
(all used as colorless) to your 
mana pool. 

13) Use eight colorless mana to 
remove two doom counters from 
Armageddon Clock. 

14) Put one doom counter on 
Armageddon Clock. Both you 
and Gary take 1 damage from 
the Clock. Gary is now at 14 life 
and you are at 1 life. 

Notice that had you put everything on 

the Conjurer, you would have just 

died. One point really can matter. 

15) Attack with Krovikan Sorcerer. 
Gary takes 6 damage and you 
gain 6 life. Gary is now at 8 life 
while you are at 7 life. 

16) Declare the end of your turn. 


During Gary’s turn: 

17) Once again pay 6 life and use 
Zur’s Weirding to force Gary to 
discard all three of his draws. 
You are now at 1 life. 


During your turn: 

18) During your upkeep, tap all 
your lands to add three black, 
two blue, and three white mana 
(all used as colorless) to your 
mana pool. 

19) Add one doom counter to 
Armageddon Clock. Use eight 
colorless mana immediately to 
remove two doom counters from 
the Clock. The Clock deals no 
damage to you this turn. 

20) Attack with Krovikan Sorcerer. 
Gary takes 6 damage and you 
gain 6 life. Gary is now at 2 life 
while you are at 7 life. 

21) Declare the end of your turn. 

You've essentially won at this point. 

Gary will be forced to discard every- 

thing he draws, your Necropotence 

protects you from running out of 
cards, and you have enough mana 

to stop Armageddon Clock from 

hurting you. 


a 


During Gary’s turn: 

22) Once again, pay 6 life and use 
Zaur’s Weirding to force Gary to 
discard all three of his draws. You 
are now at 1 life. 


During your turn: 

23) Tap three swamps and an island 
to put three black and one blue 
mana (all used as colorless) in 
your mana pool. 

24) Put adoom counter on 
Armageddon Clock. Use four 
colorless mana to immediately 
remove the counter before it can 
deal any damage to you. 

25) Attack with Krovikan Sorcerer, 
dealing 6 damage. This should be 
enough to finish Gary off even if 
he paid to remove doom counters 
on previous turns. 


Backtrack 


(published in Duelist #10, p. 104) 


his puzzle is an odd one. 
Wait—I'm starting to get 
vague images of someone nasty 


enough to create a puzzle like this. The 
odd thing is that the person seems to 
be me. I don’t know what that means... 
I'd better talk to Dr. Parker about it. 
Anyway, this last puzzle seems to be 
what is known as a retrograde puzzle 
—that is, you need to figure out what 
just happened in the game. 

We have several clues that we 
need to piece together. First, we know 
that Zach defeated Michelle with a 
creature. Second, we know that the 
creature must be from Ice Age, as they 
were playing an Ice Age-only tourna- 
ment. Third, the creature needs to be 
either black or red because those are 
the two colors that Zach was playing. 
But since Michelle had a Circle of 
Protection: Black, we can probably as- 
sume that the creature was red. 

Next, we need to figure out exactly 
how much damage the creature did. 
Assuming that Zach used Skull Cata- 
pult on the creature after attacking 
with it (which seems logical since the 
creature is no longer around), then we 
can also assume that the creature dealt 


9 damage while the Skull Catapult 
dealt 2. 

Here’s where it starts to get inter- 
esting. Zach obviously used Whale- 
bone Glider to make the creature fly, 
allowing it to get past Michelle's de- 
fenses. But Whalebone Glider only 
works on creatures of power 3 or less. 
Also, Michelle is capable of dealing 4 
damage a turn with Withering 
Wisps. So what creature with a 
power of 3 or less could somehow 
deal 9 damage and avoid being killed 
by a 4-point Withering Wisp burst? 

Obviously, it would need to be a 
creature that can be pumped up both 
in power and toughness. After 
checking through the red Ice Age 
creatures, only one creature fits the 
bill: Karplusan Giant. A 3/3 for 62, 
the Giant gains +1/+1 for every 
snow-covered land that is tapped. 
Assuming that three mana were 
saved for activating the Skull Cata- 
pult and Whalebone Glider, there are 
exactly six lands remaining to pump 
up the Giant, making it exactly a 9/9. 

Finally, for those who might 
wonder how you could activate 
Whalebone Glider and still not be 
vulnerable to Withering Wisps, 
here’s how it was done: Tap three 
snow-covered lands, giving the Giant 
a +3/+3 bonus. Then in response to 
the tapping of the lands, activate 
Whalebone Glider. The Glider effect 
will happen first, making the Giant 
fly, and then the +3/+3 will kick in. 
As damage does not resolve until the 
end of a batch, the Wisps do not de- 
stroy the Giant, no matter where in 
the batch it was activated. 


Well, I guess that’s all the space 
for this issue. Hopefully next issue 
T'll be back to my old self—if I 
ever remember who my old self 
is, that is. Until then, may the 
puzzles be plentiful and the 


solutions come easily. 6 


ae 


Are Youa 
MAGIC 
Puzzle Junkie? 


played the game and 
stumped every opponent. 

You've solved every Magic 
puzzle that Mark Rosewater has 


hope!), as well as a guide to all of 
the cards in the book. 

So get ready for the greatest 
challenge Magic puzzle enthusi- 
asts have ever encountered: get 


Warning: May cause insomnia, brain cramps, 
and the strong urge to hurl the book across 


the room. 


Welcome to 


Marketplace provides our readérs with easy access to the top 1GG retailers, Many of our 
current-advertisers have commented_on the effectiveness of.Marketplace because it works hard 
on their behalf. Most who advertise here place ads every issue, a great testimony to the fact that 
it delivers results that directly affect their bottom line. 


If you haven't tried Marketplace, we hope that you will rethink your marketing strategy and 
give the section a try, Along with an ad, you will also get a reader. response listing that will help 
you build your database. In addition, you will have access to a number of Duelist marketing 
programs that are available for one reason—to help you sell product! 


MAGICLABELS 


} Kz your Magic™ cards organized and 

| easy to find with peel-off card-sleeve 
labels. Labels have the card name preprint- 
ed and are sorted to your preference, either 
alphabetically or alphabetically within color. 


Call 1-800-808-6432 


Visa, MasterCard, Discover t 
EEEWPMTENEESTIN INTERNATIONAL ORDERS WELCOME : FOR PRICE LISTS AND QUESTIONS. 


SINGLES & SETS FROM ALL EDITIONS 


P) 1280 Centaur Village Dr. #3, Lafayette, Colorado 80026 


} Senfinity Comics & Games, Inc. | 


(Not produced or endorsed by Wizards of the Coast, Inc.) 


New York's #1 Magic™ Source 


NEUTKAL 
QRK@®UND 


“The best game club I’ve ever seen.” 
—STEVE JAC! 


Open 7 days a week — Noon until 1 A.M. 
All major credit cards accepted 
We buy and sell single Magic cards 


North America’s Ultimate 


Trading Card Game Convention! 
June 21-23, 1996 © San Francisco, CA 


3 FULL DAYS OF: 
@ Nonstop 24-hour gaming 
@ Over 50 different tournaments 
@ Over 20 manufacturers 


@ Hundreds of prizes 
And, at least a zillion” different ways to have fun! 


We also carry single cards for Star Wars®, Shadowfist™, 
Wildstorms™, OverPower™, Jyhad™, and others. 


Call the ManaFest Hotline 
for more info: 


415-985-5223 


http//www.ibar.com/manafest 


291 7th Avenue, 9th floor 
(between 26th & 27th Streets) ; 
New York, NY 10001-6009 i 


(800) 344-GAME 


tel (212) 633-1288; fax (212) 633-0979 ; 
info@nground.com ; 
Webpage - http://www.nground.com q 


|OUR FREE CATALOG OF SINGLE CAI : 
SOMING MAGIC TOURNAMENTS. . 


denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast, Inc., or by others. Most product names are trademarks owned by the companies that publish those 
Products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. Wizards of the Coast and Magic: The Gathering are registered trademarks 
of Wizards of the Coast, Inc. Jyhad and Vampire: The Eternal Struggle are trademarks of Wizards of the Coast, Inc. and White Wolf. Game Studio. 


*A zillion means a whole bunch, i, more than forty, maybe less than a googolplex. 


Stay at the Cathedral Hill Hotel and get special Manafest 
prices! For room reservations, call toll free: 800-622-0855. 


EAST COAST 
CARDS & COLLECTIBLES 


P.O. Box 4014 » 31A Somerset Place * Clifton, New Jersey 07012 
Tel: (201) 773-3737 = (201) 365-0610 + Fax: (201) 773-3707 
Monday-Friday: 10-6 EST + Saturday: 10-3 EST 


YOUR #1 SUPPLIER FOR GAMING CARDS! 


CARRYING THE FOLLOWING PRODUCTS: 
Magic: The Gathering*: Additional Games: 
Alliances~ 


peony ae yon ne ag 
Arabian and sets 
Chronicles” boosters 

The Dark" boosters, packs, and sets leresy’ 
Fallen Empires™ boosters and sets Illuminati NWO" and expansions 
Homelands Kult” 

Ice Age™ boosters and starters 


Legends™ boosters, ) and sets 
Pana Hance’ vonage 


Star Trek: The Next 
Generation®: 
Beta versions 
Alternate Universe™ expansion 
Factory tin sets 
Always preselling the newest and hottest games! 
Ask for FREE merchandise with every order! 


¥ Phone: 1-606-878-2936 
sae Fax: 1-606-878-9061 
ay email: renvhoek@aol.com 
Shipping Costs: USA/Canada $6, All Foreign Countries $15 


in stock right now, inc 
Trek, Star Wars”, 
, Wyvern”, and Netru 


SINGLE SPECIALS 


$5 eack: Clone, Demonic Tutor, Juggernaut, Power Artifact, Transmute Artifact, Fastbond, Italian or 
German Revised ™ booster, Italian Ice Age ™ booster, Strip Mine, Mishra’s Factory, Italian Stull of 
Orm, Merieke Ri Berit, Skeleton Ship, Elder Druid, Marton Stromgald, Blinking Spirit, Zuran Orb, Sewers 
of Estark, Life Chisel, Horror of Horrors, Evil Eye of Orms-by-Gore, Infernal Medusa, Frankenstein's 
Monster, Grave Robbers, Merolk Assassin, 100 basic lands (your choice). 


$8 each: Vexing Arcanix, Hecatomb, Polar Kraken, Jokulhaups, cy Manipulator, Enduring Renewal, 
Copper Tablet, Arena, Relic Barrer, Reset, Italian Haze of Ith, Alpha Sinkhole, Demonic Hordes 


$12 each: Jeste’s Mask, Seraph, Spinal Villain, Legends ™ Eider Dragons, imprison, Invoke Prejudice, 
Shivan Dragon, Royal Assasin, Bayou, Tropical Island, Savannah, Merchant Ship. 


$40 each: Old Man of the Sea, Singing Tree, Musionary Hask, Italian Mirror Universe, Chaos Orb (used) 
Blaze of Glory, Raging River, Betz Icy Manipulator, Fallen Empires ™ complete set 


Now Taking Preorders for Alliances”! 


‘Write, email, or fax (don't call) for our FREE Magic 
253 Reynolds Rd., Keavy, KY 40737 


c/o The Mint Card Company + 7452 B&A Blvd., Glen Burnie, MD 21061 
Te: (410) 766-5841 © Fax: (410) 582-9738 © Email: clyve@clark.net 


We Buy and Sell 


Single cards from all M:TG sets! 
Complete Sets! 
Current boxes of M:TG avallable. 
CALL FOR THE LOWEST BOX PRICES AROUND! 
Your Galactic Empires™ source 
Monthly tournaments In the Balto-Wash area 


Check/M.O./MCI/VISA/DISCOVER accepted. 


Paul and Judy's 4 
COINS AND CARDS {1 
P.O, Box 409 Due 
Arthur, IL 61911 


Prices current as of 5/1/96. Call for latest prices, 


We BUY & SELL sets, and for most 
Magic; oem 
We also sell other game cards, 


CALL OR WRITE FOR FREE GAME CARDS CATALOG 
Tek (217) ogee chow see Ss ome Fax : (217) 543-3732 
Internet Emall Station Code: pjec@dial.illinols.net 
ee eee + 8:00-6:00 Friday «8:00-3:00 Saturday 

msn x 


© denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast, Inc, or by others. Most product names are trademarks owned by the companies that publish those 

Products. Use of the name of any product without mention of trademark status should not be construed a3 a challenge to such status. Wizards of the Coast, Magic: The Gathering, Arabian Nights, and 

Antiquities are registered trademarks of Wizards of the Coast, Inc. Netrunner isa trademark of Wizards of the Coast and R. Talsorian Games. Legends, Revised, The Dark Fallen Empires, ce Age, Fourth Edition, 
Chronicles, Homelands, and Alliances, are trademarks of Wizards of the Coast, Inc. Vampire: The Eternal Struggle is a trademark of Wizards of the Coast, Inc. and White Wolf Game Studio. 


and many more 


YOU WANT IT — WE GOT IT! 


Bebiacad 
< : 


Phone & Fax 606-225-9410 


304 South Limestone St. ¢ Lexington, KY 40508 


We have the LOWEST prices on 
all in-print or out-of-print M:TG cards, and 
we will not be beat on box prices, 


We also buy and sell 
@ SINGLES ® COLLECTIONS ¢ SETS ¢ BOXES 


cardman@iglou.com 
check out our virtual shopping cart at 
http://www.tradingcards.com 


ENTERPRISES 


98% OF OUR SINGLES AT BELOW LOW SCRYE 


No other ongoing company 
beats our singles prices 


Disenchanted with expensive singles? Don't go 
berserk...let J&M be your safe haven! 
We're on a crusade to control Magic™ prices. 
Therefore, we humbly suggest you shyft your 
business to J&M. 


To receive J&M’s singles price lists, just call! 


Phone (714) 459-1014 Fax (714) 589-3235 


J&M Enterprises 
29 Via Pausa, Rancho Santa Margarita, CA 92688 


istered trademark and ™ denotes a trad 


me of 7 hout mentic ark sta construed a: 


arks, Netrunner is a ti 


SPORTS CARDS, NON-SPORTS, & SUPPLIES 


The GUC, 


Alliances"—the new Ice Age™ expansion 
Netrunner“—the new Richard Garfield 
Homelands™ ¢ Chronicles™ Ice Age ¢ Fourth Edition™ 
Revised (Third) Edition™ ¢ The Dark™  Legends™ ¢ Antiquities® 
Jyhad™/ Vampire: The Eternal Struggle™ 
STAR WARS® « STAR TREK® * MARVEL COMICS OVERPOWER™ GAME 
SHADOWFIST~ * GUARDIANS™ * MIDDLE-EARTH™ * DRAGON DICE~ 
RAGE™ * RED ZONE™ * TOP OF THE ORDER™ * HERESY™ 


PLUS MANY OTHER SPECTACULAR GAMES! 


We sell to retailers only! 
We do not sell to the general public! 


WE ALSO DISTRIBUTE THE COMPLETE LINE OF 
ULTRA PRO™ DECK-PROTECTOR PRODUCTS 
Great prices * No minimums * Same-day shipping * Personalized service 


Next-day /2nd-day shipping available * Call for our FREE CATALOG! 


ONE CALL DOES IT ALL! 
9 AM.—9 P.M. EST 


GNA WHOLESALE, INC. 


475 WASHINGTON ST. (RT. 1) © WRENTHAM, MA 02093 


Located one mile north of Rt. 495 on Rt. 1 
(508) 291-0030 *(508) 384-7766 *FAX (508) 295-2853 


* . , P| 
Join the Wizards’ Guild! 

The Wizards’ Guild is a special members-only group that issues a 
monthly newsletter with all the latest news & rumors. In addition, 
members get special discounts on cards, roleplaying games, 

& books. Our special membership package includes: 

+ Autographed card + Wizards’ Guild membership card 
* 20 life counters with plastic * Our unique checklist for 

pouch Magic: The Gathering®: Arabian Nights®, 
ss oauicesoe fo special cards ities®, ™, The Dark™, 


+ Fallen Empires™ booster pack 
10% discount 


ALL OF THIS FOR ONLY $12.00, POSTAGE PAID. 
MEMBERSHIP WILL BE LIMITED, SO PLEASE JOIN RIGHT AWAY. 
SEND $12.00 TO: SARATOGA SCI-FI SHOP, 

WILTON MALL #75, SARATOGA SPRINGS, NY 12866 
Open seven days a week. Drop by if you're in the area 
or phone us at (518) 564-2699. 


SUPREME STRATE 


1-900-988-2122 5696 


One 
entry per person. Send name, address, phone number to: Supreme Strategist 
Contest, 10254 Cherry Hill Drive, Painesville, OH 44077. From the Top-Ten 
Section, identify the card combos in #1, 3, 4, 6, and 9. The winner with the most 
correct responses will be chosen on August 1, 1996. 


f the Coast, Inc., or by others. 
challenge to such 
Coast and R. Talsorian Games. Unlim 


rademarks of Wizards of the Coast, Inc. Jyhad and Vampire: The Eternal Struggle are tr. 


THE NATIONAL COLLECTOR 


ALPHA-BETA-UNLIMITED SINGLES ARABIAN NIGHTS ANTIQUITIES LEGENDS 
SINGLES SINGLES SINGLES 

Ancestral Recall Invisibility Ali from Cairo Argivian Archaeologist The Abyss 

Berserk Iron Claw Ores Bazaar of Baghdad Ashnod’s Transmogrant_ Acid Rain 

Black Lotus Jade Statue Diamond Valley Candelabra of Tawnos All Hallow's Eve 

Blaze of Glory Lich Drop of Honey Mishra’s Workshop Dakkon Blackblade 

Camouflage Moxes Elephant Graveyard Urza's Avenger Eureka 

Chaos Orb Natural Selection Erhnam Djinn Firestorm Phoenix 

Consecrate Lands Psionic Blast Guardian Beast Gravity Sphere 

Copper Tablet Raging River Island of Wak-Wak Living Plane 


Dwarven Demolition Sinkhole jihad Master of the Hunt 
Team Timetwister Juzdm Djinn Mirror Universe 
False Orders Time Vault Old Man of the Sea Moat 
Forcefield Time Walk Pyramids | Nether Void 
@ 


Gauntlet of Might Twiddle Ring of Marat Recall 

Ice Storm ‘Two-Headed Giant Shahrazad Reverberation 

ley Manipulator Word of Command Singing Tree Sword of the Ages 
Illusionary Mask Underworld Dreams 


Alsigexsestds | HE LEADER IN MAGIC: THE GATHERING? CALL FOR 
Boxes, Cases CURRENT PRICES!!! 
ALPHA POPULAR LICENSED COLLECTIBLES We ship worldwide— 
BETA Star Wars * Star Trek * The Shadow Overnight service is available. 
UNLIMITED Barbie + G.l. Joe * Disney * Warner Bros. 
REVISED™ Super Heroes * Nightmare Before Xmas WE BUY-SELL-TRADE 
ARABIAN NIGHTS* Cartoons * TV * Movie Memorabilia Prices are subject to change. 


ANTIQUITIES* fi " . WE SELL THE 
foe Posters + Rare Coins + Animation Art « Toys TT AWane 


THE DARK” Premium Rings » Character Watches FREE CATALOG CUSTOMIZABLE 
FALLEN EMPIRES CARD GAME? 
CHRONICLES” We accept checks & money orders TNC, 6113 Clark Center Ave., and all 


plus MasterCard, Visa, Sarasota, FL 34238 USA STAR WARS: 
American Express & Discover. MINIMUM SHIPPING & HANDLING $4.00 licensed products. 
STAR TREK* i 
GUARDIANS” 
See ad Call anytime (941) 927-8398 Fax orders (941) 927-9495 MaGic: 


MIDDLE-EARTH™ Email: TNCMAGIC@gate.net Websi e: www.Q-net.net/tncmagic ot Ae tag 


ATTENTION: 
STORE OWNERS P.O. BOX 1614 » COUPEVILLE, WA 98239 


ONLY! | a pieghs 
We jive N x PeaANGES 
Mei n os ae Tainan eg SPECIALIZING IN ALL YOUR 
“lice Ages Homelands” TRADING CARD GAME NEEDS 


x in Ph: (800) 404-4243 © Fax: (360) 678-3593 
yl i®, 1\} email: clark@cardvault.com 
visit our homepage at: 
http://www.whidbey.net/~clark/vault.html 


WE HAVE A HUGE SELECTION OF SINGLES/PACKS/BOXES AT THE 
aw LOWEST PRICES POSSIBLE. CURRENT SINGLES CARRIED INCLUDE: 


: LYRA 3 
We catry all méfor CCGs, RPGs and Anime! 
AD | | B | 
. ; ® ™ 


AND MANY MoRE! 


Orders over $50 on singles receive FREE SHIPPING. 


‘ + For our free singles/box catalog, send $1.50 for shipping. 
69 Oliver St., Cohoes, NY 12047 - Fax: Shipping charge applied to first purchase. 


1-800-GAME449 — <iepeae gee 


We welcome new accounts! H PAYMENTS ACCEPTED: 


VISA & MasterCard * Checks (allow 7 days to clear) * C.0.D.s * Money Orders 


® denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast, Inc., or by others. Most product names are trademarks owned by the companies that publish those 
Products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. Wizards of the Coast, Magic: The Gathering, Arabian Nights, and 
Antiquities are registered trademarks of Wizards of the Coast, Inc. Legends, Revised, The Dark, Fallen Empires, ce Age, Fourth Edition, Chronicles, Homelands, and Alliances, are trademarks of Wizards of the Cost. Inc 


Al Boon 
Bakdoor™ 


Icebreaker 
6. Black Dahlia 
7. Blink 
8. Boardwalk 
9. Butcher Boy 
10. Cascade 
11. Cockroach 
12. Cloak 
13. Clown 
14. Codecracker 
15. Codeslinger 
16. Cyfermaster™ 
17. Deep Thought 
18. Dogcatcher 
19. Dropp™ 
20. Dupré 
21. Dwarf 
22. Emergency 
Self-Construct 
23. Evil Twin 
24. Expert Schedule 
Analyzer 
25. Fait Accompli 
26. False Echo 
27. Flak 
28. Force Shield 
29. Gremlins 
30. Grubb 
31. Hammer 
32. | Spy 
33. Imp 
34, Incubator 
35. Invisibility 
36, Jackhammer 
37. Japanese 
Water Torture 
38. Joan of Arc 
39. Krash 
40. Loony Goon 


42. Mouse 

43. Mystery Box 

44. Netspace Inverter 
45. Newsgroup Filter 
46. Pattel's Virus 
47. Pile Driver 

48. Poltergeist 

49. Pox 

50. Rabbit 


P= Program 
PR = Prep 


Y 1996 


Bartmoss Memorial 


41. Microtech Al Interface P-1 MU 


Keyword Cost Strength Artist Rarity 
P-Daemon-1 MU 2 Mike Kimble U 
P-Icebreaker-Random-1 MU 12 Higgins & King 

1 Doug Shuler c 
P-Base Link-2 MU 2 Kevin Taylor u 
P-loebreaker-Random-1MU 5 0 — AshAmett R 
P-tcebreaker-Killer-1MU 10 5 — MariaP.Cabardo Vv 
P-lcebreaker-Random-1MU 5 5 Dave Pilus u 
P-Virus-1 MU 0 Sue Ann Harkey U 
P-Virus-1 MU 2 ‘Norm Dwyer U 
P-Virus-1 MU 4 Doug Shuler u 
P-Virus-1 MU 0 Norm Dwyer U 
P-Stealth-1 MU Z Doug Shuler c 
P-1MU 4 Mark Collen c 
P-loebreaker-1 MU 2 0 Doug Shuler v 
P-icebreaker-Kille-1MU = 7 ~=3 ‘Tony Luke v 
P-lcebreaker-1 MU 4 5 Mark Poole v 
P-Virus-1 MU 0 Norm Dwyer R 
P-loebreaker-1 MU 3 3 James Allen Higgins U 
P-lcebreaker-1 MU 3. 4 Todd Wade u 
P-lcebreaker-1 MU 1 0 Robert Mclees 
P-lcebreaker-Worm-1MU 6 = 3._—sNorm Dwyer c 
Pt MU 0 Mark Poole R 
P-lcebreaker-Killer-1MU = 6 = 3 Mark Tedin R 
Pt MU 0 Doug Shuler u 
P-Virus-1 MU 1 Kevin Taylor u 
P-1 MU o Pete Venters R 
P-Icebreaker-1 MU 4. 2 Matk Collen u 
P-1 MU 2 Doug Shuler c 
P-Virus-1 MU 2 Doug Shuler u 
P-Icebreaker-Worm-1 MU ti) 0 Norm Dwyer U 
P-lcebreaker-Noisy-1MU 22 Maark Poole v 
P-1 MU 0 Mark Poole uU 
P-Daemon-1 MU 0 Mike Kimble u 
P-Virus-Random-1 MU 0 Norm Dwyer R 
P-Stealth-1 MU 0 Mark Tedin c 
P-Icebreaker-Noisy-1 MU 1 tt) Norm Dwyer v 
P-Icebreaker-1 MU 7 2 Jonnie Wilder R 
P-1 MU 0 John Casebeer 
P-icebreaker-1 MU 0 0 Jonnie Wilder u 
P-Icebreaker-Killer-1 MU. 4 0 Tony Luke Vv 

0 Doug Shuler R 
P-Detection-1 MU 2 Mark Collen uU 
PMU 3 Kevin Taylor R 
P-1 MU 0 Mark Collen R 
P-2MU 5 Sve Ann Harkey U 
P-Virus-1 MU 1 Sve Ann Harkey U 
P-icebreaker-Noisy-1MU 1 = 7-—-Norm Dwyer v 
P-4 MU 0 Mark Tedin R 
P-Virus-1 MU 0 ‘Norm Dwyer U 
P-4MU 0 Mark Collen u 

RE = Resource O = Operation Cc Common 

H = Hardware N = Node U = Uncommon 

A = Agenda UP = Upgrade R = Rare 

1 = Ice v Vital 


1 
2. 
3. Baedeker's Net Map P-Base Link-1 MU 
4. 
5 


THE DUELIST 


Gite: Card TED 


Programs (continued) 


51 
52. 
53. 
54. 
55. 


56. 


57. 
58. 
59. 
60. 
61 
62. 


63. 
64. 
65. 
66. 
67. 
68. 
69. 


104. 
105. 


110. 
1 
112. 
113. 
114, 
115, 
116. 
117. 
118. 


Card Name Keyword 

Raffles P-lcebreaker-1 MU 
Ramming Piston __P-icebreaker-Noisy-1 MU 
Raptor P-Icebreaker-Killer-1 MU 
R&D-Protocol Files P-1 MU 

Reflector P-lcebreaker-1 MU 
Replicator P-cebreaker-1 MU 
Scatter Shat P-1 MU 

Seva P-Detection-1 MU 
Self-Modifying Code P-2 MU 

Shaka P-lcebreaker-Killer-1 MU 
Shield P-1 MU 


‘Shredder Uplink P-2 MU 
Protocol 


Signpost P-1MU 
Skivviss P-Virus-1 MU 

‘Smarteye P-Detection-1 MU 
Snowball P-lcebreaker-Killer-1 MU 
Speed Trap P-Detection-1 MU 
Startup immolator —P-1 MU 

Succubus P-Daemon-1 MU 
Tinweasel P-Icebreaker-1 MU 
Vewy Vewy Quiet _P-Stealth-1 MU 

Wild Card P-cebreaker-Killer-1 MU 
Wizard's Book P-lcebreaker-1 MU 


Worm, P-Icebreaker-Worm-1 MU 
Zetatech Software —P-1 MU 
Installer 


Worm 


ee eee 


nen 


6 


onncanwosd 


‘Strength Artist 


Like the “hammer” series, the “worm” 
bypass the data walls protecting a 
unlike the hammers, which rely on brute force to! 
through a wall, worms slowly burrow through the data: 
and unlock it from the inside, thus allowing entry without 


Mark Collen 
Norm Dwyer 
Higgins & King 
Doug Shuler 
Kevin Taylor 
Lawrence Brown 
Mark Collen 
‘Mark Collen 
Jonnie Wilder 
Tony Luke 
Kevin Taylor 
Doug Shuler 


Mark Collen 
Mike Kimble 
Mark Poole 
Maria P. Cabardo 
Mark Collen 
Mark Collen 
Anson Maddocks 
Mark Collen 
Kevin Taylor 
Tony Luke 

Maria P. Cabardo 
‘Anson Maddocks 
Doug Shuler 


alerting the system. 

“it's hard to describe—but don't eat anything just before you 

watch it go into action.” 
Card Name ‘Keyword Cost Artist 
All-Nighter PR 0 Christina Wald 
‘Anonymous Tip PR-Sabotage 3 Margaret Organ-Kean 
Arasaka Owns You PR 0 Craig Gilmore 
Bodyweight™ Synthetic Blood PR 2 Anthony Judge 
Core Command: Jettison ice PR-Sabotage 0 Kevin Stein 
Custodial Position PR 2 James Allen Higgins 
Deal with Militech PR 0 Pete Venters 
Desperate Competitor PR 0 Craig Gilmore 
Edited Shipping Manifests PR-Sabotage 1 Dave Pilurs 
Executive Wiretaps PR 2 Mark Collen 
Forged Activation Orders PR-Sabotage 1 Dave Piturs 
Forgotten Backup Chip PR 0 Randy Gallegos 

. Fortress Respecification PR-Sabotage 0 Dave Pilurs 
Gideon's Pawnshop PR 2 Mark Collen 
Hot Tip for WNS PR O ‘Sue Ann Harkey 
Hunt Club BBS: PR-BBS 1 Anthony Petrarca 
Ice and Data's Guide to the Net PR 0 Sve Ann Harkey 
If You Want It Done Right .. PR 0 Zak Plucinski 
Inside Job PR 2 Emie Chan 
Jack ‘n' Juz PR 0 Pete Venters 
Kilroy Was Here PR-Sabotage 0 Sue Ann Harkey 
Livewire's Contacts PR 0 Lawrence Shelly, 
. Lucidrine™ Booster Drug PR 0 Pete Venters 

Mantis, Fixer-at-Large PR 3 Emie Chan 
mise.for-sale PR-BBS 0 Robert McLees 
MIT West Tier PR 3 John Park 
Open-Ended® Mileage Program PR 0 John Park 
Organ Donor PR 0 Pete Venters 
Playful Al PR-Al-Random 1 Pete Venters 
Priority Wreck PR-Sabotage 0 Dave Pilurs 
Private LDL Access PR 0 John Park 
Romp through HO PR-Sabotage 2 Kevin Taylor 
Score! PR 5 Zak Plucinski 
Security Code WORM Chip PR-Sabotage 0 Robert McLees 
Sneak Preview PR 3 Sue Ann Harkey 
Social Engineering PR 1 Zak Plucinski 
Stumble through Wilderspace PR 2 Sue Ann Harkey 
‘Synchronized Attack on HO PR 4 Craig Gilmore 
Temple Microcode Outlet PR-BBS 1 Dave Pilurs 
Terrorist Reprisal PR 2 Mark Collen 
Total Genetic Retrofit PR 3 Doug Chaffee 
Valu-Pak Software Bundle PR 0 John Park 
Weather-to-Finance Pipe PR-Sabotage 0 Sue Ann Harkey 


e<<<o<2ccexmOcCE Sees We dee a 
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Hardware/Resources 


—CardName Keyword 
119. Access through Alpha RE-Base Link 
120, Access to Arasaka RE-Base Link 
121. Access to Kiribati RE-Base Link 
122. Arasaka Portable Prototype H-Deck 
123. “Armadillo” Armored Road Home H-Vehicle 
124. Armored Fridge H 
125. Artemis 2020 H-Deck 
126. Aujourd’Oui RE-BBS 
127. Back Door to Hilliard RE-Base Link 
128. Back Door to Orbital Air RE-Base Link 
129. Bodyweight™ Data Créche H-Deck 
130. Broker RE-Connection 
131. Code Viral Cache RE 
132. Corolla Speed Chip H-Chip 
133. Corporate Ally RE-Connection-Unique 
134, Crash Everett, Inventive Fixer RE-Connveciiun-Unique 
135. Danshi's Second ID RE 
136. Databroker RE-Connection 
137. Dermatech Bodyplating H-Cybernetics 
138. Diplomatic Immunity RE-Unique 
139. “Drifter” Mobile Environment H-Vehicle 
140. Fall Guy RE 
141. Field Reporter for ice and Data —_RE-Position 
142. Floating Runner BBS RE-BBS-Position 
143. Full Body Conversion H-Cybernetics 
144, “Green Knight” Surge Buffers 
145, Hell's Run RE 
146. HQ Interface H 
147, Junkyard BBS RE-BBS 
148. Karl de Veres, Corporate Stooge RE-Connection-Unique 
149. Leland, Corporate Bodyguard RE 
150. Lifesaver™ Nanosurgeons H-Cybernetics 
151. Loan from Chiba RE 
152. Microtech Backup Drive H 
153. Microtech 'Trode Set H 
154. Militech MRAM Chip H-Chip-Cybernetics 
155. MRAM Chip H-Chip-Cybernatics 
156. Nasuko Cycle H-Vehicle 
197. NETO. RE-BBS 
158. Nomad Allies RE-Connection 
159. Pandora's Deck H-Deck 
160. Parraline 5750 H-Deck 
161. Pk-6089a H-Deck 
162. Preying Mantis RE-Connection 
163. Quest for Cattekin RE-Random 
164. R&D Interface H 
165. Raven Microcyb Eagle H-Deck 
166. Raven Microcyb Ow! H-Deck-Stealth 
167. Record Reconstructor H 
168. Resirictive Net Zoning RE 
169. Rigged Investments RE 
170. Ronin Around RE-BBS 
171. The Shell Traders RE 
172. The Short Circuit RE-BBS 
173. Short-Term Contract RE-Position 
174. Silicon Saloon Franchise RE-Position 
175. Smith's Pawnshop RE-Connection-Unique 
176. The Springboard RE-BBS 
177. Submarine Upiink RE-Base Link 
178. Technician Lover RE 
179. Techtronica™ Utility Suit H-Neck 
180. Top Runners’ Conference RE 
181. Trauma Team™ RE 
182. Tycho Mem Chip H-Chip 
183. Umbrella Policy RE 
184, Wilson, Weeflerunner Apprentice RE 
185. WuTech Mem Chip H-Chip 
186. Zetatech Mem Chip H-Chip 
187. 2222 Speed Chip H-Chip 

‘Trauma Team™ 


‘Mark Collen 

Robert McLees 

‘Sue Ann Harkey 
James Allen Higgins 
Norm Dwyer 

Kim Francisco 

Doug Chaffee 
Margaret Organ-Kean 
Robert McLees 
Mark Collen 

Pete Venters 
Armand Cabrera 
Robert McLees 
Lawrence Brown 
Glenn Kim 

Mike Kimble 

Mark Collen 

Craig Giimore 

L.A Williams 
Higgins & King 
Randy Gallegos 
Mike Kimble 

Dan Frazier 

James Allen Higgins 
L.A Wiliams 
Lawrence Brown 
Pete Venters 
Lawrence Brown 
Sue Ann Harkey 
Randy Gallegos 
Heather Hudson 
Doug Shuler 

James Allen Higgins 
James Allen Higgins 
Randy Gallegos 
James Allen Higgins 
Doug Chattee 

L.A Williams 
Robert McLees 

Dan Frazier 

Jonnie Wilder 

‘Mark Collen 

Chris Vande Voort 
Dan Frazier 

Kevin Stein 

John Park 

Mike Raabe 

Doug Shuler 

James Allen Higgins 
Jonnie Wilder 
‘Armand Cabrera 
‘Sue Ann Harkey 
Mike Kimble 

Ray Winninger 
James Allen Higgins 
James Allen Higgins 
Glenn Kim 

‘Sue Ann Harkey 
John Ramirez 
Randy Gallegos 
Doug Shuler 

James Allen Higgins 
Mike Kimble 
Lawrence Brown 
Zak Plucinski 

Dan Frazier 

Jonnie Wilder 
Lawrence Brown 
Jonnie Wilder 


‘Trauma Team™ is a bonded and licensed paramedical 
franchise operating throughout the U.S., Canada, and part 
of Europe. They employ combat-ready AV-4s and combat- 
trained medics, who are on constant standby to make 
pickups for those customers who need them, Getting a 
Trauma Team” subscription gives you an implant that will 
monitor your lifesigns and send an alarm when the signs _ 
90 haywire so a Team can come and pick you up.The 
more money you've invested in the account, the 
they patch you up when they bring you in, 
Bee: 


Artist Rarity 
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ICE 
‘@ 221. rin the Face |-Sentry-Deckrash 53 Robert McLeees c 
m™ 222. Asp |-Sentry-Flatline 4/4 Mark Poole c 
® #223. Ball and Chain |-Code Gate 25 Robert McLees U 
‘224. Banpei |-Sentry-Killer 4/0 Doug Shuler c 
™ 225. Boller Cluster |-Sentry-AP-Hellbolt 7h Norm Dwyer c 
™ 226. Canis Major |-Sentry-Watchdog oO” Ash Amett U 
® 227. Canis Minor |-Sentry-Watchdog 05 Mark Collen U 
™ #228. Cerberus |-Sentry-Black Ice-AP-Hellhound 11/5 Robert McLees c 
™ 229. Cinderella -Sentry-Black Ice-AP-Firestarter 8/6 Kaja Fogtio U 
® 230. Code Corpse |-Sentry-Black Ice-AP-Zombie 10/5 Brian Booker U 
® 231. Cortical Scanner |-Code Gate 73 Robert McLees R 
™ 232. Cortical Scrub |-Sentry-Black Ice-AP-Brainwipe 7/3 Mark Tedin c 
@ 233. Crystal Wall |-Wall 43 Jonn Casebeer c 
™® 234. D’Are Knight |-Sentry-Killer 6/2 ‘Doug Shuler c 
@ 235. Data Darts -Sentry-AP-Hellbolt 5/3 Robert McLees U 
™ #236. Data Naga |-Sentry-Killer 95 Kaja Foglio U 
‘™ #237. Data Raven Sentry 5/5 Matt Milberger u 
™ 238. Data Wall Wall 0 Jonnie Wilder c 
™ 239. Data Wall 2,0 /-Wall 2 Jonnie Wilder c 
™@ 240. Endless Corridor |-Code Gate 42 Anthony Petrarca = R 
@ 241. Fang |-Sentry-Pit Bull 5/4 Kim Francisco c 
™ 242. Fang2.0 |-Sentry-Pit Bull 6S Anson Maddocks = C 
‘@ 243. Fatal Attractor 'Sentry-Black Ioe-AP 1/4 Mark Tedin R 
244. Fetch 4.0.1 |-Sentry-Bloodhound 0/3 Kim Francisco c 
@ 245. Filter |-Code Gate 0/0 Danie! Gelon c 
246. Fire Wall Wall 5/4 Kim Francisco c 
247. Fragmentation Storm |-Sentry-Fiatline o4 Fellwalker & Tolen U 
‘® 248. Haunting Inquisition —|-Code Gate 8/6 Robert McLees R 


A\Chief Financial Officer AcAsset : Pete Venters 


R 

Artificial Security Directors ‘A-Research Ral Fellwalker &Tolen = R 

|. Bioweapons Engineering ‘A-Research 4/3 Doug Chaffee R 
Black Ice Quality Assurance A-Research-Black Ops 5/2 James Allen Higgins R 

.. Corporate Boon A-Asset 6/2 Mike Kimble v 
. Corporate Coup ‘A-Black Ops 5/2 Dave Pilurs, v 
|. Corporate Downsizing A-Gray Ops w2 James Allen Higgins V 
Corporate Retreat A-Gray Ops 43 Doug Keith ¥, 
Corporate War A-Black Ops 3 Greg Staples v 
Data Fort Reclamation A-Gray Ops 4/2 Jonnie Wilder v 
Detroit Police Contract A-Black Ops an Doug Chaffee v 
Employee Empowerment ‘A-Gray Ops 43 Dan Frazier v 

). Encryption Breakthrough ‘A-Research 5/2 Kim Francisco R 
- Executive Extraction A-Black Ops Mv Dan Frazier R 
- Genetics-Visionary Acquisition A-Gray Ops a Doug Shuler R 
Hostile Takeover A-Gray Ops an Doug Shuler v 
ice Transmutation A-Research 5/3 T. Brian Wagner v 
Main-Office Relocation A-Gray Ops 43 Mike Kimble v 
Marine Arcology A-Asset 32 Emie Chan v 

. Netwatch Operations Office A-Asset 52 Christina Wald v 
. On-Call Solo Team AcAsset 43 ‘Matt Wilson v 
Political Coup A-Black Ops 4/2 Emie Chan Vv 
Political Overthrow A-Black Ops 9/6 Doug Chaffee R 

- Polymer Breakthrough A-Research 6/3 Kevin Taylor v 
Priority Requisition A-Gray Ops 5/3 Kevin Stein , 

|. Private Cybernet Police A-Asset 72 Brian Booker v 
. Project Babylon A-Black Ops 3n Greg Staples v 
Security Net Optimization A-Gray Ops 5/3 Chris Vande Voort == V 
‘Security Purge A-Gray Ops 32 Ramon Mascarenas R 

. Strike Force Kali A-Asset 6/3 Richard Thomas R 
Subsidiary Branch A-Gray Ops 6 Anthony Petrarca = -V 

). Superior Net Barriers A-Research 6/3 Ramon Mascarenas R 
Tycho Extension A-Asset 4/4 Randy Gallegos Vv 


On ts competition farther down the gravity well? 


Tycho Extension 
The Tycho colony is one of two. ustain 
that have been established on the moon. Th 


The Corporation assists in the completion of an extension 
to the Tycho lunar base. The Corporation's motives are as 
yet unknown: is the Corp simply interested in promoting 
‘commerce in space, or is it trying to sneak a private 
‘Massdriver into the colony which it can use to drop rocks 
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ICE (continued) 
Card Name ‘Keyword 


249. Hunter |-Sentry-Bloodhound 
250. Homewrecker™ — _ |-Sentry-Black loe-AP-Firestarter 
toe Pick Willie -Sentry-Killer 
Jack Attack -Sentry-AP 
Keeper |-Code Gate 
Laser Wire i-Wall 
Uiche I-Sentry-Black Ioe-AP 
Mastiff |-Sentry-Black loe-AP- 
Helthound-Watchdog Nodes/Upgrades 

Mazer Code Gate Daniel Gelon 2 Sart eae: Meywords Gost Trash Artist 
Nerve Labyrinth Code Gate ‘Anson Mehdocks 308. Aardvark UP 4 Felwalker & Tolen 
Neural Blade -Sentry-AP-Sword Mark Poole 309. ACME Savings and Loan N-Transactions Ot Ramon Mascarenas 
Pocket Virtual Reality -Sentry Foleekir 2 Tolon 310. Antiquated Interface Routines UP 1t Mark Collen 
Quandary |-Code Gate Daniel Gelon 311. BBS Whispering Campaign N-Advertisement 4t Kevin Taylor 
Razor Wire |-Watt “whi eaebees: 312. Bizarre Encryption Scheme UP 1 Mark Collen 
Reinforced Wall I-Wall Kim Francisco 919. Blood Cat NAL Ot Lary Friedman 
Rex \-Sentry-Pit Bul Biian Booker |. Braindance Campaign N-Advertisement- 6 7t Heather Hudson 
Rock Is Strong Wall ‘Anson Maddocks Gray Ops 
Sentinels Prime {Sentry Killer Kevin Taylor . Chester Mix UP-Sysop 
Scramble Code Gate Daniel Gelon Chicago Begnch N-Aeset 
Shock.r |-Sentry-AP-Stun Nark Collen Chimera UP-Ambush 
Shotgun Wire Wall Kim Francisco City SurvelBance N-Gray Ops: 
Sleeper I-Code Gate Daniel Gelon Copomienemectt pony aioe 
sas nia Lacie Saal Sry, iets Versi |. Corprunner’s Shattered Remains _N-Ambush 
TKO 20 |-Sentry-AP-Knockout John Casebeer ce Geamioy Gap \g 
Triggerman |-Sentry-Killer Robert McLees ._ Crybaby UP-Ambush 
Tutor Code tate Roger Coad Crystal Palace Station Grid UP-Region 
Vacuum Link |-Sentry-Random Robert McLees Dae bs 

Weal 18 I-Sentry matics . Dedicated Response Team UP-Ambush 
Viizz I-Sentry Doug Shuler . Department of Truth Enhancement N-Gray Ops 

Wall of Ice |-Wall Nark Tedin ~ Dieter Essin UP-Sysop- Ambush 
Wall of Static Wall Kim Francisco eas gap al _ 


Zombie |-Sentry-Black Ice-AP-Zombie Pete Venters Or, Dreft UP-Sysop 
. Encoder, Inc N 


ESA Contract N 

Euromarket Consortium N 

Experimental Al N-Al-Ambush 
Zombie Fortress Architects N 
The “zombie” series of sentries represents the average Hacker Tracker Central N-Asset 
black ice, that is, ice designed to kill Runners rather than Holovid Campaign N-Advertisement 
subdue them or scare them away. It attacks the Runner's | Got a Rock N-Black Ops. 
forebrain, attempting to erase all his or her memories. If }._ Information Laundering N-Transactions 

its attack is successful, the Runner becomes a drool- . taesebment Far Pieecton, 


Jenny Jett UP-Sysop 
ing ver unabl finue ru a 
9 egetable, le to continue running on the Gor- Jerusalem City Grid UP-Region 
poration... or anyone else... Krum NAL 


Liche Namatoki Plaza UP 


Liche is a more lethal variety of black ice. Much like a ere bei gue 


‘ New Galveston City Grid UP-Region 
Zombie, it erases the Runner's forebrain, but i Sipiveiiie Tamting N 


. Olivia Salazar UP-Sysop 
more pliable personality where the R 5 old }. Omnl Kismet, Ph.D. UP-Sysop 
used foes f Omniscience Foundation N-Gray Ops 

. Pacifica Regional Al 
Paris City Grid 
Red Herrings 

yeh aa Remote Facility 
Zak Plucinski . Rescheduler 
John Ramirez . Rio de Janeiro City Grid UP-Region-Random 
Tony Luke .. Rockerboy Promotion N-Advertisement 
John Ramirez Roving Suhmarine UP-Region 
Randy Gallegos . Rustbett HO Branch N-Asset 
Zak Plucinski |. Schlaghund N-Random- 
James Allen Higgins Black Ops 
Zak Plucinski Setup! NeAmbush 
Zak Plucinski . Singapore City Grid UP-Region 
John Ramirez Skalderviken SA Beta Test Site N 
Craig Gilmore . Solo Squad N 
Zak Plucinski }. South African Mining Corp N-Transactions 
Margaret Organ-Kean Spinn* Public Relations N-Transactions 
Mike Kimble Tesseract Fort Construction uw 
Zak Plucinski ~. Tokyo-Chiba infighting UP-Region 
Zak Plucinski TRAP! N-Ambush 
Zak Plucinski Turbeau Detacroix UP-Sysop-Ambush 
Christina Wald |. Twenty-Four-Hour Surveillance UP 
Randy Gallegos Vacant Soulkiller N-Ambush 
Mike Raabe . Vapor Ops N 
Dave Pilurs |. Virus Test Site N-Ambush 
Greg Staples |. Washington, D.C., City Grid UP-Region 


Jonnie Wilder 
Zak Plucinski 
Craig Gilmore 
Mike Kimble 

Doug Chaffee 


Olivia Salazar 
Olivia Salazar is a sysop who specializes in configuring 
i ‘ice quickly in an emergency, like Dr. Dreff. However, her 
isto ‘work with the ice that’s already in place but not 
bringing it online just long enough to force 
around it.. 
i 


ecmococe 


a oe 


mooonoe 


Lawrence Snelly 
‘Anthony Petrarca 


Mark Collen 
Mark Tedin 

Kim Francisco 

R. Talsorian Games Staff 
‘Sue Ann Harkey 
Pete Venters 

Matt Wilson 

Matt Wilson 

Rob Dixon 

Doug Chaffee 
Todd Wade 
Ramon Mascarenas 
Doug Chaffee 
Mike Kimble 
Feliwalker & Tolen 
Robert McLees 
Zak Plucinski 
Richard Thomas 
Mike Kimble 
Anthony Petrarca 
Lawrence Snelly 
Chris Vande Voort 
‘Mark Collen 
Chris Vande Voort 
Maria P. Cabardo 
Craig Hooper 
Kevin Taylor 
Randy Gallegos 
Doug Shuler 

Rob Dixon 

Chris Vande Voort 
Mark Tedin 

Mark Collen 
Chris Vande Voort 
Mike Kimble 

Pete Venters 
John Ramirez 
Doug Chaffee 
Anthony Petrarca 
LA Williams 


eermecermOORPOBRSEOCSCOMBMOCOBRS 


CardName ES ss 
Accounts Receivable 0-Transactions 
Annual Reviews 0 
Audit of Call Records 0 
Chance Observation 0 
0. 
0 
0. 


coug 


Closed Accounts 
. Corporate Detective Agency 
. Datapool* by Zetatech 
Day Shift 
Edgerunner, inc., Temps 
). Efficiency Experts 
Falsified-Transactions Expert 
Management Shake-Up 
Netwatch Credit Voucher 
|. New Blood 0 
Night Shift 0 
|. Off-Site Backups 0 
Overtime incentives 0 
. Planning Consuttants 0-Gray Ops 
Power Grid Overload 0-Gray Ops 
). Project Consultants 0 
Punitive Counterstrike 0-Black Ops 
. Scorched Earth 0-Black Ops 
}. Silver Lining Recovery Protocol i) 
Systematic Layoffs 0 
Team Restructuring 0 
Trojan Horse oO 
Urban Renewal 0-Black Ops 


pemocecceermerecmmemamececrocwmeSCeCRERECSCBREBCSCRBVSCD 
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}-Gray Ops 


Gray Of 
slik Norm Dwyer 


Mike Kimble 
Chris Vande Voort 
Ernie Chan 

‘Todd Wade 

Todd Wade 

Mark Tedin 

Mark Collen 
Mark Collen 

LA. Williams 
Mark Collen 
Larry Friedman 
Craig Hooper 
Mark Collen 
Chris Vande Voort 


}-Transactions 


ceoSstosotaan 


0 
0 
0. 
0 
it} 
0- 


Gray Ops 


ananowohxonoe 
Noonss+cOoNnsccoeo 


pecermcerDOCSCRTBDO 


RE = Resource 0. = Operation C = Common 
H = Hardware N = Node U = Uncommon 
A. = Agenda UP = Upgrade R 
1 =e v 


eoecemeccencecoxmagazmocecceanaco 
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90. K 

91. Lake of the Dead L 

92. Lat-Nam's Legacy (ver. 1) B 

93. Lat-Nam’s Legacy (ver. 2) 8 

94. Library of Lat-Nam 8 

95. Lim-Dil's High Guard (ver. 1) K 

‘96. Lim-Dil's High Guard (ver. 2) K 

97. Lim-Diil's Paladin “ 

98. Lim-Dot's Vauit M 

CARD LIST = eaten 

. M 

w 

Alliances™ cards are printed on three sheets of 110 cards: common, . 
uncommon, and rare. The number of after the frequency classification rm 
is the number of times that card appears on its sheet. The projected . 
average distribution for an Alliances booster is one card from the rare A 
sheet, three cards from the uncommon sheet, and eight cards from M 
the common sheet. Actual distribution may vary. g 
Card rah w 
1. Aesthir Glider (ver. 1) A Artifact Creature w 
L 2. Aesthir Glider (ver. 2) A Artifact Creature R 
3. Agent of Stromgald (ver.1) -R_—-Summon Knight K 
4. Agent of Stromgald (ver. 2) R_— Summon Knight K 
5. Arcane Denial (ver. 1) B Interrupt B 
6. Arcane Denial (ver. 2) B Interrupt M 
7. Ashnod's Cylix A Artifact K 
8. Astrolabe (ver. 1) A hstifact K 
9. Astrolabe (ver. 2) A bstifact A 
10. Awesome Presence (ver.1)  B —_ Enchant Creature A 
11. Awesome Presence (ver. 2) B Enchant Creature A 
12. Balduvian Dead K Summon Zombies A 
13. Baiduvian Horde R Summon Barbarians R 
14. Balduvian Trading Post Ls Land R 
15. Balduvian War-Makers (ver.1) R — Summon Barbarians R 
16. Balduvian War-Makers (ver.2) A Summon Barbarians WwW 
17. Benthic Explorers (ver: 1) 8 Summon Merfok w 
18. Benthic Explorers (ver. 2) B Summon Merfolk Ww 
19. Bestial Fury (ver. 1) R Enchant Creature w 
20. Bestial Fury (ver. 2) R Enchant Creature K 
21. Bounty of the Hunt G Instant R 
22. Browse B Enchantment w 
23. Burnout R Interrupt wW 
24. Carrier Pigeons (ver. 1) W Summon Pigeons w 
25. Cartier Pigeons (ver. 2) W Summon Pigeons A 
26. Casting of Bones (ver. 1) K Enchant Creature w 
27. Casting of Bones (ver. 2) K Enchant Creature L 
28. Chaos Harlequin R Summon Harlequin w 
29. Contagion K Instant L 
30. Deadly insect (ver. 1) G Summon insect a 
31. Deadly insect (ver. 2) 6 Summon insect A 
32. Death Spark R Instant kK 
33. Diminishing Retums B Sorcery K 
34. Diseased Vermin K Summon Rats A 
35. Dystopia K Enchantment L 
36. ENish Bard G Summon Ei B 
37. Enish Ranger (vet. 1) G Summon Ei 8 
38. Elish Ranger (ver. 2) G Summon Ei B 
39. Ehish Spirit Guide G Summon Spirit B 
40. M instant A 
41. R ‘Summon Goblin A 
42. R Summon Goblin A 
43, W Instant A 
44. W instant R 
45. W Instant B 
46. B Enchant Creature 6 
47. B Enchant Creature kK 
48. K Sorcery K 
49. a K Instant A 
50. Feast or Famine (ver, 2) K Instant 8 
51. Fevered Strength (ver. 1) K Instant 8 
52. Fevered Strength (ver. 2) K Instant 8 
53. Floodwater Dam A Astifact R 
54. Force of Will B Interrupt R 
55. Foresight (ver. 1) B Sorcery K 
56. Foresight (ver. 2) B Sorcery B 
57. Fyndhor Druid (ver. 1) Summon Druid M 
58. Fyndhorn Druid (ver. 2) G — Summon Druid Sustaining Spirit Ww 
59. Gargantuan Gorilla G — Summon Gorilla 169. Swamp Mosquito (ver. 1) K 
60. Gift of the Woods (ver. 1) G Enchant Creature 170. Swamp Mosquito (ver. 2) K 
61. Gif of the Woods (ver. 2) G Enchant Creature 171. Swom Defender WwW 
€2. Gofilla Berserkers (ver. 1) G Summon Gorillas 172. Taste of Paradise (ver. 1) 6 
63. Goflla Berserkers(ver.2)  G — Summon Gorillas 173. Taste of Paradise (ver. 2) 6 
64. Gorilla Chieftain (ver. 1) G Summon Goria 174. Thawing Glaciers L 
65. Gorilla Chieftain (ver. 2) G — Summon Goria 175. Thought Lash B 
66. Gola Shaman (ver. 1) R Summon Goria 176. Tidal Control B 
67. Gorilla Shaman (ver. 2) R Summon Gorilla 177. Tomado 6 
68. Gorilla War Cry (ver. 1) R Instant 178. Undergrowth (ver. 1) 6 
69. Govilla War Cry (ver. 2) R Instant 179. Undergrowth: 2 6 
70. Guerrilla Tactics (ver. 1) R Instant 180. Unlikely Alliance w 
71. Guerrilla Tactics (ver. 2) R Instant 181. Urza's Engine A 
72. Gustha’s Scepter A Atitact 182. Crusader (ver.1) oR 
73. Hail Storm 6 Instant 183. Varchild's Crusader (ver.2) 
74. Heart of Yavimaya L Land 184. Varchild’s War-Riders R 
75. Helm of Obedience A Attifact 185. Veteran's Voice (ver. 1) R 
76. Inheritance W Enchantment 186. Veteran's Voice (ver. 2) R 
77. Insidious Bookworms (ver.1)__K Summon Worms 187. Viscerid Armor (ver. 1) B 
78. Insidious Bookworms (ver.2) K Summon Worms 188. Viscerid Armor (ver. 2) 8 
79. wary W Summon Gargoyle 189. Viscerid 8 
80. Juniper Order Advocate W Summon Knight 190. M 
81. 6 ‘Summon Legend 191. Whip Vine (ver. 1) 6 
82. Keeper of Tressertiorn K Summon Keeper 192. Whip Vine (ver. 2) G 
83. Kjeldoran Escort (ver. 1) W Summon Soldier 193, Whirling Catapult A 
84. Kleldoran Escort (ver. 2) W Summon Soldier 194. Wild Assthir (ver. 1) w 
85. Kjekdoran Home Guard W Summon Soldier 195. Wild Aesthir (ver. 2) w 
86. Kjeldoran Outpost L 196. Winter's Night M 
87. Kjeldoran Pride (ver: 1) W Enchant Creature 197. Yavimaya Ancients (ver.1)  G 
88. Kjeldoran Pride (ver. 2) W Enchant Creature 19R Yavimaya Ancients (ver. 2) G 
89. Krovikan K Summon Horror 199. Yavimaya Ants 6 


THE PLAYER 


HE FOLLOWING is a transcript of a phone call recorded 11 
Tx: 1996, from the offices of Klepner & Klepner to Arnold 
Bagman, assistant executive producer, M&M Studios. 

“Arnie! How ya doin’? Huh? Sid, baby, Sid! Sid Klepner! 
Yeah, yeah, that Sid Klepner! You.... No, no, wait, Arnie, don't 
hang up on me! Weekend at Bernie’s II wasn't my fault, I swear! 
Give me another chance—it’ll be worth your time! 

“This time, Arnie, I got something that can’t fail! Bigger ’n 
True Lies, bigger ’n Aliens, bigger ’n Batman For-Freakin’-Ever! 
You got a pen, man? Well, write this hummer down.... 

“Magic: The Gathering: The Motion Picture! Sweet, huh? 
M:TG:TMP’s based on a card game, and—wait, wait! I know, 
I know, but this is no ordinary card 
game, and this is no ordinary movie! 
Just sit back, Arnie, and run this 
through that well-coiffed head of yours. 

“This Magic thing, it's hot! Hot, I tell 
ya! My kids can't get enough of it, 
twenty-four hours a day. I tell ya they 
don't even sleep. This is the property, 
Arnie, the property that’s gonna get you 
that window office, baby, you 
know it! This’s got everything, I tell ya, 
everything! 

“Okay, look, imagine if you will.... 
You don’t have time to imagine? 
Work with me, Arnie. Okay, imagine 
this beautiful landscape, mountains and 
forests on one side, plains and islands on the other. We pan in 
on this woman... and it’s Sharon Stone without much on, but 
she’s got wings. 

“And then, cue the music, out of the swamps comes this hor- 
rible thing. He’s got horns and tattoos. He’s real fearsome but 
he’s a good guy, y'know, one of these here mini-taurs. I’m think- 
ing someone deformed like Gerard Depardieu, but if we can't 
get him then I’m sure Piscopo’s available. They're in love, 
Sharon and the bull-guy, but he’s got horns, she’s got wings, it’s 
just not gonna work out. Tragic, y’know?... 

“No, no, Arnie, this ain't no indie chick flick! Think dig bud- 
get, seventy, eighty million at least. It’s fantasy, you know, with 
dragons or something. Afnold’s gotta be in this. I got this part 
here, they call it the Calgon Warlord, with Van Damme as his 
veteran bodyguard. We hire every midget in town, we paint’em 
green, we got an army of goblins. Bowie's their king, natch. 

“And the merchandising! Think about the war between 
Mattel and Hasbro over who gets to market the Stuffy Doll! 
Think Ewok-meets—Mister-Bill. We're talking five hundred 
mil on the merch alone!... 
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“Of course it’s a comedy, Arnie! I’m thinkin’ we get the cast of 
Friends all drinking coffee down at the Icatian store. And no one 
told you white was gonna be this way....’ Hey, look, they’ve even 
got a monkey on that Icatian Scout card. And we get Tim 
Allen in white sideburns zappin’ people with magic sparks.... 
I'm on the floor just thinkin’ bout Tim. 

“And the action! I’m picturin’ that Kevin Sorbo guy from 
Hercules as Gull, and Jodie Foster's his sister, Greensleeves, 
and.... Yeah, it makes me think of that Christmas song too, but 
this is just the treatment. We can change anything. And Helen 
Slater as something called a Benelux Hero. "Member those 
tights in Supergirl? They're all going up against that bald guy 
from Trek, Arnie—he’s playin’ this Baron Sengir vampire 
creep; yeah, ‘Make it so,’ but he’s 
drainin’ somebody’s blood at the same 
time. Oh yeah, the Tres stars'll drag the 
goobs in. I’m thinkin’ of even haulin’ out 
Nimoy as this Lim-Dal bad guy. Can't 
you just see Spock, only he’s conjuring 
up this Demonic Teacher, and it’s John 
Malkovich?... 

“No, no, it ain’t just Conan. You gotta 
have some depth. So we line up the 
Bridges boys, Jeff and Beau, as these 
brothers—Urza and Murza, I think. 
And we snag Pfeiffer as their love inter- 
est, Ashnod, but instead of her rollin’ 
around on a piano, they’re blasting a 
continent with magic artifacts! Love 
during wartime—y’can't go wrong there! 

“And need I say more than this: David Hasselhoff and 
Pamela Lee as the merfolk? Can you say ‘Islandwatch’? 

“Am I gettin’ to ya, Arnie? Am I gettin’ through here? Arnie? 
Look, this is hot, I tell ya! You can get me a meeting, right? 
Cause y'know, if you're stallin’, I’m callin’! You know Para- 
mount’ll.... 

“Fax you the contract? Hey, no problem! I.... Oh, the con- 
tract between me and the game company? Well, look, I still 


gotta pull a few... 
“Arnie?... Arnie? 
“Damn. 


“Jilli, get Spelling's people on the phone. They thought they 
had something with that Kindred thing, but wait 'til they get an 
earful of this...” @ 


Mike Selinker thanks contributing editor Mark Rosewater for the 
unsavory task of channeling a Hollywood agent. True story: the 
day after writing this article, Mike was asked to help write a 
treatment for the Magic movie. 
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